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□8 Editorial 

Editor-in-chief Jeff Green demysti¬ 
fies the arcane process Of coming 
up with the st uff th at gets put on 
the front of a magazine. 

10 Letters 

What exactly are you purchas¬ 
ing when you buy a game these 
days? One reader fears the rise of 
"authentication" processes, 

12 Start 

This month, we grill BroShocir 
visionary Ken Levine on his game's 
wild success, take a look at what's 
next for Lord of the Rings Online, 
and check out upcoming games 
Prototype, Dead Island, and 
SrmCrifyc Societies. 



What keeps Gearbox Software grinding these days? We travel to Texas to 
find out not just what makes the team tick, but to check out the developer s 
two big games: Brothers in Arms: Hell's Highway and Border I ends. 
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Action-heavy, real-time combat system 

with advanced motion-captured swordplay 
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Over 250 game-changing skills and abilities 
Including advanced alchemy, multiple 
fighting styles and powerful magics 

Available Fall 2007 
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A Sci-Fi Epic from Richard Garriott 
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cover me 

Gearbox vs. Gearbox: And the winner is...? 

Q You may wonder how we come up with our caver images. I 
wonder, too, sometimes. Especially when we have one week 
left to go and still don't have anything yet. The thing is, though it 
may seem like a simple matter to you {just put a hot chick on the 
covert), we have many factors to take into account and many mas¬ 
ters to please. 

Take this month, for example, We knew from the start exactly 
what our cover story was going to he. It was to be (and still is) a 
profile of Gearbox Software, the maverick game developers out of 
Dallas, Texas, who have brought us, among other things, the Half- 
Life; Opposing Force and Blue Shift expansions, and the outstand¬ 
ing Brothers in Arms series. Gearbox is now working on two games 
at once: Erafters in Arm s: Hett s Highway (the latest game in the 
series), and Borderland s, a brand-new action-RPG that (they say) will merge elements of 
the Mad Mo Jr movies and Oiobh. 

Awesome, right? The problem is: Which game do we feature on the cover? Because we 
know from doing this every month that we need a "strong central image" That means focus¬ 
ing on one game. So, then, which one do we pick? firofrierj in Arms; Hells Highway, because 
it is the more familiar of the two? The series has tons of fans, so it could be the safer bet. On 
the other hand, there have been tons of previews of this game out there already. So it may 
not be ■'scoopy" enough to excite fans of the series who know a lot already. Further, we've 
had a lot of soldiers an aur cavers of late. Do we really want another? Do our readers? With 
Borderlands , the problem is different. First, have enough people heard of the game yet? Will 
it mean anything to folks who see it on the newsstand? It's always a gamble to put a new 
property on a covet Do we want to take this chance? Do we believe in the game enough? 
And if we do. what image do we use that will attract readers and help them "get" the game? 

Limited Space here prevents me from really giving you all the considerations here (for 
example: Maybe we feature neither game.,.), but, in the end, we decided to break with tradi¬ 
tion and feature both games at once. Though, honestly, as I write this, we still haven't entirely 
figured out how we're doing that. I hope it turned out OK! Did it? Drd we make the right 
call? Do you think my job is easy? What would you have done? Oh...and enjoy the issue! 

Jeff Green 

Ed rtoHiv Chief 

Games for Windows: The Official Magazine 
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imagine being more attached 
to the monitor than the game 

If you’re Into video games, the new SyncMaster LCD monitors Tram 
Samsung bring n wt meanhg to arresting performance. With a 
2ms response time to keep up rjith the fast action, and 3,00Q;1 
Dynamic Contrast Ratio that accentuate: the details in any game, 
these wide screen monitors- will bring a tow level of reality lo any 
gaming experience. With Samsung SyncMaster LCD monitors, it's 
not I ha! hard to imagine. To legm more, visit www.sama.inn.con: 
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LETTEQ OP THE ITIONTH 


(!» DEtLTERNATIVES 

l=J | thoroughly enjoyed Alice Liang's “This Old PC' article ( GFW WIO, pg. 94). Vtou all 
should let her write more, Anyway, the sidebar "Dell Guilds It for You*' states that you can get 
a similar build from Dell but will pay more. It then says at the end: "Being lazy has its price." 
This is not entirely true. 

)lf] you go to Dell, you pay for a name and proprietary parts in a lot of cases. I Only 
recommend Dell to folks like my parents. iTve been building my own PCs since the early 
90s—that is, until I realized E could have someone else build it for me for around the same 
price, plot get a warranty end tech support 

So after reading the article, I went online to CyberPower and tried to see if I could match 
Iter do-it-yourself shopping list...and came up with SI,503.00 (before alt applicable rebates). 
Just wanted to point out that you can be lazy without it costing you. I still will upgrade 
hardware to extend a PCs life, but for building from the ground up. It's far better to have 
someone else build it for you nowadays. 

Brian Cobb 


Hmmm..., OK, we're going to give you the benefit of the doubt and assume that you're 
not a viral CyberPower shill. And yes, you>e right. Maybe we should've put an asterisk 
next Id that "Being lazy has its price" comment—obviously, you can snag a build-to- 
order machine from CyberPower, Velocity Micro, i Buy Power, or 5hedcy'sComputer£hatk, 
com™ for less. Your mileage with a bulfd-to-order company varies depending upon 
everything from sales deals and parts used to moon phases to whoever finally decides to 
pick up the phone In customer support. 


AUTHENTICATING 

I have two basic requirements for games. They must 
run right out of (he box and be playable even if 
the support services are no longer available. I (hirk 
these requirements are far When considering that 
most books, movie DVDs and music CDs meet 
these requirements and cost S2D or less I feel 1 am 
entitled to expect them from a SSO videogame This 
is especially true when that videogame requires 
a computer that costs over SiOOO, Imagine my 
displeasure when I found out about the activation 
requirements for BioShock. 

From my point of view, all aclivation does is pro 
mote and justify piracy. It's all but guaranteed that 
when these activation servers are shut down for 
good, someone will pop up on s forum asking how 
to get by the activation so they can play again ..and 
the only people with that answer will be hackers and 
pirates. I don't like the idea ol having to do some¬ 
thing illegal to get a game I bought legally to run 

Joe 



What KApptni to all your purchased Steam 
games If V&lv* r J Server! vanish someday? 


We honestly don't see this moving in a, 
direction that will make you happy. In the 
future, Steam' and SotuROM-style server 
checks are more likely to be the norm than 
not. And if you’re worried about Steam van* 
ishinq someday and your not being able to 


play your purchased games anymore, that's 
obviously a valid concern...but in our eyes, 
physical media is just as volatile as some 
company's servers. We can't play our 8- 
track tapes anymore, either. We jiust had to 
rebuy Uke a Virgin on CD the other day. Our 
S'1/4 ,F floppy diskettes of Zak McKrackcn 
and the Alien Mindbendets are pretty dang 
useless, too, and may very well have dls- 
solved by now. 

THE CASE OF THE 
DISAPPEARING DOCTOR 

ft was slated i n 
your interview with 
StarCraft fi lead design¬ 
er Dustin Browder and 
lead producer Chris 
5iqaly (GFW #10, pg. 

29) that the beloved 
lerran Medic will not be 
making an appearance 
in StarCraft 11. I find (his 
Somewhat Contradictory, 
as the Medic can be 
seen in the Technology 
Console section of the 
Campaign demonstra¬ 
tion al BlizzCon '07. as 
well as in one of the 

Thor demonstration videos on the STcrrCra/f ft 
website, among other places So who's right? 

Justin thee 

While we certainly said in our article that 
units like the Firehat and Medic Were gone, 
we also said that "any of these may still 
return, vanish, and return again in some 
mutant form,' 1 Blizzard's made it a point 
all along to say SC2 is very much a work in 
progress. We wrote that article less than 
a month before BlizzCon, so that should 
tell you how quickly things can change 
in SC? s development. Our article was an 
anachronistic snapshot. BlizzCon was a snap¬ 
shot too, and we d be shocked if the Terrans 
we saw there are the same Terrans we ll get 
in the final game. 

Write os at GFWle tiers @ziffdavfs. com. • 



She's I h ere. Then she's 
gone again, Walt ...she'* 
back! Oh no—she's not. 


FRAIL BYTES 

1 read Ihe article "No Fair" [GFW #10, pg. 24]. Wow! 

A rea3 place of journalism. How refreshing. 

Scott B. Rose 

DAMN YOU JEFF GREFEEEN PEGGLE 

PE.GGLE PCGGLCCEECt 

Edgar “Majin Fusion" Bernal 

With alt the peripherals nut there for PC games, 
where is the rWii] Nunthuk-lil* controller? 1 think 
the WASD keyboard layout ts a pain. I>d like to be 
able to control my movement (especially in a shoot¬ 
er) wi( h a l hu mljslk k and ai m/dioo-l wi |h a mouse. 

Christopher S. 


ID * GAIT1ES FLQ WIDOWS THE DFEOAL TlAGAZlSE 




















Bwd 

Valence 


AGL 




|’MPI RES 


Unfurl stories of the grIai asian powers. 

DROWN YOUR ENEMIES IN A SEA OF RED. 




China. Japan. India. 

Powerful, civilizations that have stood the 

ITS I Oh I IMF. I' It i HI ro make I HI M IMMOKi U.. 

Unite Japan wilder the levered Tokugawa Shogun. Command China's 
Ming Dynasty fleets ntc untold treasurers of the Americas Stamp out 
colonial interlopers from atop a mighty war elephant in India. And prove 
that youi place in history isn't just another chapter It's a whole new age. 
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MIc rosoft 
Madninima, 
and Money 

Controversial new 
movie making rules. 



Life After 
Rapture 


BioShock c reator Ken 
Levine refleas on wha! 
he hath wrought 



Prototype _ 

Consume concerned 
citizens and turn them 
into fleshy weapons ol 
mass destruction. 




¥«* i hi»ll not 
put wltbu id 

looking at thl« 
Pa! rag tcrtifi! 
No! $h whit 
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Beneath a broken stone seal in the north of Angmar lies 
the Rift. A jagged crack leads deeper and deeper into the 
earth, the walls glassy, wet. and ancient. Seeking Io Still the rum¬ 
bling war machine of the Wilch-kmg. my u nlikely band of six has 
delved under the seal tor hours. We've made our way through 
hordes of Fire-Ores— the G hashffo —Iheir v^ns glowing lava-red. 

"Ooooh, look—epic boots. Random drop[" cries DangerDan, 
our Dwarf Gua r dian. He's been the point of the spear as our 
party plunges further below in pursuit of our quarry, the Belrog 
Eld rad. our Elven Hunter, cries foul. "Hey. that's medium armor’ 
’It's not for ne It's for somebody else," explains DangerDan 
"Aww, come on..." 

DIGGING DEEP 

The dispute between Eldrad and DangerDan would normally 
be unremarkable, expect this exchange was between Dan 
Parke and Michael Jablonp. systems engineer and producer 
for Turbine's TVie fond of the Rings Online Along with creative 
director Cardell Kerr, executive producer J effrey Steefel, and a 
few other Turbine staffers I've spent the past few hours on an 
express tour of the showpiece raid in Defenders of Erindor, the 
third tree content expansion for tOTffO. They may be playing 
with admin characters on a private server, but they slill rake 
their raid drops seriously. 


The Rift, as this 12-man raid is unassumingly named, is the 
second raid instance introduced in LOTTfQ, the first was the 24 
man Battle for Helegrod released in Soot; 9; Shores of Evendim 
'Helegrod is viewed by many people as a very simple raid ex pen- 
ence," says Jabtonn "So we spent more time focusing on encoun¬ 
ters. reducing what some Call trash mobs.’" From my early look, 
the encounters generally deliver, from early tussles with Fire-Ores 
to the final smackdown with an angry Balrog. 

"We tried to make it more dynamic," says Jablonn, "Our goal 
is that nobody stands around hitting buttons." Three times the 
size of Helegrod. the Rift's designed for parties half the size of 
il$ predecessor. But despile its size, straight forward fights seem 
few and far between During my brief foray, we're forced to split 
the party, run escort missions, and deal with combined ground 
and airborne assauhs by drakes. Creatures morph midbattte as 
they are infected by Cthulu-Nke unnamed creatures from below 
fvlinibossps change Iheir skills and tactics based on which of their 
friends you've already defeated, and which remain in the fight. 
None of this is radically innovative. But by replacing some of 
the random smashing of Ores with more tactical challenges (like 
dealing with carpel-bombing drakes), the Rift may avoid some of 
the grind that often drags raids down. 

While in Ihe Rift, a decided not-in-Kansas-anymore feeling 
permeates not just the encounters, but the environment as well 
The contrast between the surface and the depths is designed to 
build over time, but when experienced in fast-forward, it's quite 
startling. "When you get into these types of places—deep - 


HANDS-ON PREVIEW 


PUHUSHER; Midway DEVELOPER Turbin* GENRE: MMORPG RELEASE DATE: Mttntar 2007 


THE LORD OF THE RINGS ONUNE 

BOOH 11: 
DEFENDERS 
ERIADO 


Balrogs and general contractors come to Middle 
(or Balrogs and Ballyhoo) 





























FI Start \ Lord of Ihe Rings Online 


P^rt of every periodic release for 
Turbine it an Intent ion a I rework of two 
classes. This time around. Minstrels and 
Lore-masters (healer and tfrowd Control 
for the uninitiated) get the nod. 


BE WAR! THE MIGHTY MINSTREL 

The news for Minstrels is especially good, 
Already one of the only major MMO healing 
classes with serious solo chops, these (ute- 
wielding morale-boosters get a whole new 
line of skills called "Words of War," J which, as 
the name suggests, kick butt in direct com¬ 
bat New skills and tweaks to the Minstrel's 
healing and buff abilities add to its flexibil¬ 
ity in grou ps, helping ensure that Minstrels 
don't hove to be healbots. 


PITY THE LORE-MASTER S FROG 

The Lore-master, ever at odds with Tolkien's 
world being light on magic, gets some sub¬ 
tle tweaks to debuff skills and crowd control 


under Ihe earth—there's always going to be 
the sense that you have unleashed things from 
below., dug too deep," says Steefei "It's a pretty 
big theme in the Core." 

A HOLE CALLED HOME 

But there are other kinds of digging in Eoqj!: II: 
Defenders of Enodcr; Hobbit holes end founda¬ 
tions. Each race [Elves. Dwarves. Hobbits, and 
Men) gets an infinite stack of instanced neigh¬ 
borhoods. each accessed through a gateway 
near their archetypal homelands (Ouiilond. 

Tharm's Hall. Michel Delving, and Elree respec 
lively). Each has 30 houses from tiny shacks for 
low-level players to halls for kinships, 

Turbine's attention to detail shows in the 
neighborhood templates. Each house is unique, 
set into sprawling neighborhoods filled with 


set pieces: waterfalls, party trees, and gathering 
places But initially, there won’t bo till that much 
to do in your neighborhood except store you r 
stuff., decorate, and have a party. 

It is always easier to add then to subtract." 
admits Steefei "This is really the beginning of 
the neighborhood experience." The plan is to 
have The for*/ of the Rings Online's neighbor¬ 
hoods become the focus of stories and events. 

"If everyone in the neighborhood had their 
house decorated you could I rigger a fair,' he 
suggests. 'Or a number of people have a certain 
kmd of object in their yard, and that triggers 
access to a special building." 

But for now. these remain just big ideas Luckily, 
housing won't be expensive—it's designed to be 
accessible to small kinships and characters as low 
as level 15, > 


along with one particularly cool (and pretty) 
combat attack: Lightning Storm. LOTRQ ses¬ 
sions are often rich in story, and nothing 
ends a tell-tale fight against a minion of 
Saurcn like a lightning bolt to the head. 
More interesting from; a tactical perspec¬ 
tive is the addition of the Lynx to the Lore- 
master's stable of pets. The Lore-master s 
been criticised since launch for its limited 
and somewhat bland pet options, but the 
Lynx, which attacks from stealth and gets 
benefits for flanking, brings real tactical 
advantages to group combat, But the really 
exciting news is that Lore-masters can also 
run around town with bunny rabbits and 
toads in tow. The pets don't do anything, 
but then again, neither does the endless 
stable of small pets in Wortd of WarCraft. 


14 * GAfTES FOR WIDOWS THE QFFClAL m ACA2HE 











- 



£ m J -J f7- kj 

W *t. 

> i I t j p r J *1^. p # 


g 1 


k TJI 

1 

~ \ - ] 

j 

Bma j a »il \ \ 


V A V 

\ V 

A ™ , 

{/ A \ 

irj 

. * <P V 2£ 




















XTRflS 



When LOTffO launched I jit summer, it includ¬ 
ed a music system. It wasn't much, just some¬ 
thing the devs thought was fun in beta and 
stable enough to ship. "It was something that 
our audio team was fooling around with" 
says executive producer Jeffrey Steefel. 

But the music ended up being a huge 
hit—before the game even left beta, hun¬ 
dreds of videos were up on YouTube, The 
popularity took Turbine by su rprise. On any 
given evening, jam sessions were popping 
up on nearly every server "So we decided 
that music was definitely one of the things 
we were going to work on for our first 


"Am I the 
only one who 
findi- the trail's 
cowbell playing 
distracting!" 


update," says Steefel, 


WHAT HAVE 1 GOTS IN MV POCKET5ES? 

The headliners in Book 11: Defenders of Eriodor 
are the Rift and housing. But they actually repre¬ 
sent a fairiy smaEI part of the overall new content, 
which includes two new regions, about 100 new 
quest lines, and revamps the Minstrel and Lore- 
roaster classes. Like proud children Steefel and 
his team won't lei me leave without showing 
off their favorite new toy. Walking the banks of 
a river in the Trailshaws, we bump into Go Hum. 
quietly hunting for his supper in the weeds. After 
seeing us, he lopes off into the distance The 
encounter is perfectly structured, perfectly ren¬ 
dered, Even ihough i knew it was coming, a lillle 
tuning fork goes off in my nerd - heart 
“Let's go to the lake,' says Steefel. 

The lake, it turns 
out, is fbe lake, where 
Galium and Bilbo 
engage in (he riddle 
contest that kicks 
off the The Lord of 
the Rings. Like many 
signature locations an 
this virtual Muddle- 
earth.. it s clear that 
someone at Turbine 


built the area out of true love for the story. 
What geek wouldn't do an embarrassing 
happy-dance in their cubicle after learning that 
their "job" for the month is laying out Ebe poly¬ 
gons for Riddlemere? 

"Where's the boat?" I ask. 

Nobody speaks. 

"You know, the boat The one Go Hum uses to 
sneak up on Bilbo." 

Kerr, who dearly loves this world, finally 
pipes up, "Umm._ It has decayed over the 
year?? The Goblins aren't exactly responsible, so 
my guess is one of them stole it and took it for 
a joyride?’ 

The room's full of chuckles. This area is, after 
all. in beta. 

■ So in other words, you forgot the Ireakin' boat?" 

Thankfully, they laugh, But Steefel J S Pft radar 
lights up. "Oh, no. i can see the headline— 
'Turbine Missed the Boat!'" 1 

But they didn t. While the beta for Book 11- 
Defenders of Eriodor might be missing a minor 
detail like Gnl(urn's decrepit skiff on (he shore of 
Riddle mere. Turbine is delivering on the prom¬ 
ises they've made to their players: a little some- 
thing for everyone, with a Balrog to bool. 

Julian Murdoch 


That first update, Book 9: Shores of 
Ev&afim, added chords, bass and percussion, 
and most importantly, local sync, so that 
you could play perfect rhythm on your own 
PC, and then have the notes stream to the 
audience. It might sound pointless, but you 
probably haven't sat in The Prancing Pony 
in Bree while a band plays "Mights in White 
Satin." We dare you rot to get chills. 

Book II; Defenders of Eriodor adds a few 
refinements. The Minstrel can now teach 
someone to play an instrument they other¬ 
wise couldn't play. This is important because, 
you know, what if your Minstrel drummer is 
puking in the van and you need to get that 
Elf Hunter up to speed in a hurry? But the 
really exciting news is the addition of the 
cowbell and bagpipes. Yes, cowbell, How long 
before the main stage band at the Hobbiton 
Party Tree is laying down Blue Oyster Cult's 
“(Don't Fear) the Reaper"? 

"When we add tambourine, we'll start get¬ 
ting Fleetwood Mjc“ jokes Steefel. Turbine is 
committed to giving players what they want. 
And if they've got a fever for more cowbell, 

, they're going to get more cowbell. 


Tor more on 
t OTftG, vUlt 
GFW12.lUP.com, 
whtft you'll got 
joeond br*»Mut, 
ikvtnin, and 
more Hobblly 
good limes. 



IB * GAfTlES -DR WINDOWS THE CFFQAi- mAGA2NE 









i j * -\r p 

■k ^*j j ii 



f\ ▼ fl 1 


L J l\ 


n L J 


















DEAD ISLAND 

Hey, Gilligan, pass the leg hone! 


PUBLISHER 710 DEVELOPER T«c(ih'id GENRE SMrvKnHHwrw RELEASE DATE 15OS 


PREVIEW 


One of the greet mysleiies of modern 
times—or even of all time—is why there 
hasn't been a good zombie game for the PC. 

PC gamers like flesh-eating undead creatures as 
much as console gamers. Some of us esl human 
flesh ourselves. And yet the best zombie game 
in years, Capoom's Deed Rising, still hasn't been 
ported from the Xbox 560. Techland. the Poland- 
based developers of last year's well-received 
Cali of Jiwm?. have heard our plaintive cries 
and are now working on Dead island, a survive I ■ 
horror game that sounds like an unholy mash up 
of Dead Rising. Grand Theft Auto. iosf. and 
Fantasy island We were intrigued enough to ask 
Tecbland product manager Martin Pioroa few 
dumb questions. 

For a frame of reference, can players 
of games like Dead Rising or Resident Evil 4 
expect something similar here? 


MARCiN PiQRO: Mo doubt about it These two are 
great zombie games I'm sure that it comes ifroml 
our fascination [with] zombie movies like Down of 
the Dead. We are inspired by the same movies, and 
players will find similarities in our game. 

So are these old-school slow zombieS 4 
like in the George Romero movies, or fast 
zombies as in 28 Days Later? 

fir: There will be a few different kinds af 20 m 
ties I'm sure that both Romero fans and 28 Days 
Eoterfans will be pleased 

Mostly, we just want to kill them. Your 
press release mentions an "innovative system 
of targeting." How is it innovative? 

MR: Its all about the damage system, which is the 
mam dish in Dead Island. Inflicted injuries are varied 
and depend on what weapon you use and the part 
of the body you hit If you fight with a machete, 
you can cut a zombie's head off If you fight with 
a club, after a hit. you will see true deformation 
of the zombie's body. Visualization of injuries is 




very realistic thanks So the multilayer body model, 
which shows skin, muscles, and bones. For exam¬ 
ple. you can shoot off zombies' legs and watch 
them crawl.This feature will expand the survival 
horror genre to a totally new level of realism. 

GF So tell us about the story. You and your 
wife crash-land on a tropical island. We know 
That much—plus that There are zombies. The 
screens show a resort-type setting. Why is 
there a resort on a zombie island? That seems 
like a bad idea. 

MP: The island is a big tropical loo list resort. You 
can find hotels, marinas, and pool bars there. 
There are a few small villages and a town. The 
island is inhabited by natives as well as tourists 
They are survivors fighting with zombies, and try¬ 
ing to gel off the island just like you. There are a 
few other groups living there, but their goals and 
motives are unknown in the beginning. Zombies 
are not the only threat on the island. 

You're touting the game as ''nonlinear" 
but what does this mean here? Is it similar 
to Grand Theft Auto in That you can wander 
freely but then do ''missions'" to advance the 
plot? How much freedom is there? 

MP: You will have a lot of choices to make, dif¬ 
fered tasks to accept., and seme of them will! help 
or harm you. Every action has a consequence. 

For example, there are factions on the island that 
fight with each other. They fight for food water, 
and other things If you help them other groups 
will be hostile to you. You can decide to help 
one of them to get something extra it might be 
a weapon or some vehicle Or you can just go 
around sightseeing and killing zombies. 

GFW: We'd rather kill iambics, Jeff Green 
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Games for Windows ‘- |VE 


THE END IS 
AND IT IS ANGRY. 


Intro dyeing Gears of War for Windows. 

The Locust Horde lias emerged on the Windows platform, And they 
bring forward a new enEmy cd help tham ravage whatever is leh of 
mankind, [he Brurnak— a re l-inf! ass, soulless-towsr of terror. 


All is not lost. Three hew multiplier maps have^'lss hen^Bnlred, 
Biting with live hew singl i:-player chaple’s—wEiir.ii me a ns.pl are 
battles, man- story, and far Marcus fanix and hi'.-; squad. marc chaos. 


Game spy 


MATURE 


gam e&fttnm it 4 uvra . t G n/g e« rs 


SIB HlHIEMT mWE wwwuBrfr.crg 


GarstfUfo- and me Cranwn Qm>n ire <Nm »e^3tefi}d rrsStnarcn or irgrfm^ioi! Ef>c IfertHS, Inc mBir UrtWwWni xfft* Pilar flnii :■!$ AH iqflbt iWvffl C WR N*JWH CDtpcffllfti All rtflls tgg-raei MotawH ne M»qro«t ton.! 

5tur,f# djffn Vft-ifcwta, Hr Window JiqO, oiuJ Kbra 300 fur edirf se^ilef nj tiaJemtfte ot nderata U lA'JOjjfi GgpcraUcn *i Iha LNVsl Hatei affc^'or tf her tonic?. 


? y y 







FI Start \ Life After Rapture 



EE * GAFTES FDR WMGOWS THE DFFICWL flTAGAZIffi 
























Life After Rapture \ Start fl 



SPOILER WARNING 

Th* following Interview con- 
tain plot tpoi (era for Bio Shock, 
rr -~ Including a frank discussion of 
#1* gama's ending. Continue 
reading at your own risk. 


What are iomo of the more imporUnt lesson? you've teamed 
from other games that benefited BroShodr? 

KL: Well. certainly from Valve's games-1 learned a huge amount about tell¬ 
ing a story in an FP5. How to do it through Ihe world rather than through 
words. I learned from everybody back In my I ookinCj Glass days, who worked 
on all the original System Shock games and [Ultimo} Underworld games, the 
rudiments of howto make a world simulation interesting. I learned from my 
colleagues al Rock star how to make something feel that you're not being 
driven along on a string, the kind of range of choices you can start to present 
to players. Certainly I don't think Bro5fr-ock It nearly as open-ended as GTA. 
but we certainly took a lot of cues from those guys, thinking aboul how you 
can have the player drive events, rather than (he designer We took some 
from our friends in Japan. Certainly if you got through the ice door in Medical 
with Incinerate, you saw Ihe Zekfo influence ihere^ufrng very simple, primal 
knowledge that people have about how the world works. 


You've gotta be on 
cloud nine right now. After 
BflsShocfr launched, did Warren 
Specter Harvey 5mith r or any of the 
guys associated with the Dens Ex r 
System Shack, and Thief ichooi of 
design phone you to comment? 
KEN LEVINE; I got tons of calisfrom 
colleagues in the industry, really 
nice things from Cliffy [Bleszinksil. 
Chris Taylor and Gabe jNewelll—people I hugely respect said some very kind 
words. I didn't specifically hear from Harvey and Warren, but I'd be curious to 
know what they thought, and I'm looking forward to what those guys are up 
to..,. It's greatlhal the industry is at a point where it's not like, say Hollywood, 
where people are constantly looking over (heir shoulder at (he Joneses and 
tern lied of whgt they redoing. VYb play each other's games and love each 
other's games and learn from each other's games. I don't think there^ a 
single great game designer out there, especially on ihe PC side, that I haven't 
teamed from end incorporated those lessons into BioShock, 




ItV Interesting that you bring up the notion of choice, because 
obviously a huge theme through the whole game is the idea that you 
don't really have a choice. Yeah, you can pick what plasmids you have, 
you might pick whkh path you' ire going down, but really, Ken Levine or 
whoever 1 ? designing the game h the one ultimately tehing you where 
you're going and what you're doing. 

KL: When you go see a movie, does ii have an emotional impact on you? 
Clearly yes. You see a romantic comedy or something, and you look over to 
your wife and you see (ears running down her cheek...how does that differ 
from the tear on her cheek when you bring her flowers on her birthday? I 
don't know Are the choices you have in games as valid! as the choices you 
have in life? No, because (he choices you have in life are infinite, and your 
choices in games are always a subset With BioShock, I warned—in a postmod¬ 
ern sense—to comment on that. But I think all entertainment and all medEa 
experiences are, in a sense, an illusion of freedom, an illusion of emotion, rath¬ 
er than the actual thing. But does that makeii any less valid? l don't know. 

So you have ihe big twist with Fontaine and "Would you kindly?" 

Is it a further design or narrative decision to have that lack of agency, that 
tack of choke, continue? We re thinking specifically of when Tenenbaum 
instructs you to become the Big Daddy. You're suspicious already because 
you'd been played Several times by several different characters, SO when 
she's telling you to drill a hole in your threat, you're thinking, uh, maybe I 
don't wont to do that But you stilt don't realty have a choice. 

KL: Games are funnels, right? Some may be wider funnels, bui they're funnels. 
BioShock . and every videogame, teases you with freedom and then kicks you 


a Sidle bit with the lack of freedom. I tllink maybe we' re a Little mure honest 
about it. making the player ihmk about it a tittle more. Because what's more 
important about the future of games than freedom? I don't think better 
graphics are really Ihe future of games: I don't think it's about better physics- 
I (hink the future of games 15 about more freedom. Although I think there is a 
huge amount of freedom in BioShock, espeoally in the combat space, all along 
the way t always want to foe us on the freedom in the spaces that are actually 
totally open and free, like the combat space, as compared to the story space 

In BioShoLk, the choice, outside of tactical choice, is 1o harvest 
Utile Sister? or not to harvest, I IShawnI had an awkward experience 
because the ending option? in BioShock are binary—good ending or 
bad ending. I harvested early on, and then after ihe plot twist, I stopped 
harvesting and decided to exercise the one ethical choice that I had, and 
E saved all the Little Sisters from that point on. So h seemed like a very 
weird disconnect between my actions and the feedback ihe game was 
giving me, especially the abrupt "bad 1 ' ending ,,, 

KL You were frustrated that there was no chance to redeem yourself. I think 
that's a valid criticism. Games are big and complicated things, and I wish I was 
smart enough to think of everything. It's something I’ll certainly be thinking 
about for the future: What are the permutations along that path and how do 
we feed back a player's moral trajectory through the game? Maybd we can 
go into a totally analog space with this somehow That's what I want to Ihink 
about not just, "can I pump it from two endings to four endings?", but how do 
] make it analog rather than digital... I've just gotta figure out how. [Loughs! 

Originally, I never conceived more than one ending My colleague at 2K, Greg 
Gobbi, said we should do multiple endings. I think that was the nght choice, 
but it shows you how I think about things. Those endings came fairly late, and 
1 wrote them fairly late, and we built them fairly late We used an outsourcing 
house to make those videos. I had initially conceived one ending—and finding 
a way that would sum up the whole experience in a meaningful way. Not (hat i 
had actually written a damn thing, which was probably part of Greg's Concern 

O™ downside to BioStuxk's tape recorder narrative device is lhal 
character development is in the part tense. But H seem? like the ttfggert 
impediment [to character development], outside of some of the little 
things Valve has been doing with Alyx in Us Half-Life series. Is AJL right? 

KL Absolutely, I'm thinking about that kind of stuff for the future. But in my 
work and my team's work, if we don't (h*nk we can do something well, we just 
don't go there. If we don't think we can do an open city well we Ye just not 
going to go there. That's why BfoShock's set at the bottom of the ocean—we 
wanted to make Rapture really feel complete, a? much as we can. If we don't 
think we can, do video diaries well, we're not, going to go there. We're just gang 
to do the best possible audio diaries and really try to blow people away with pi¬ 
l'd rather go to the best little sandwich shop than a really mediocre gourmet res¬ 
taurant I think even if you look at something like Alyx...al the end of the day she 
breaks m her own way. She breaks a little bit because she doesn't gel hurt; she 
doesn't react to everything: you can’t talk to her; you can't initiate real dialogue 
with her; you can't speak. But I think the work Valve did with her facial reactions 
and things like IhaL certainly (he quality of the writing and the quality of Ihe art 
and ani mati on goes a long way to mak mg that eba racter go past t ha t su spen - 
sion of disbelief. She's the best of breed in a young field 

Lei'? go back for a second to endings. This thing has shipped 1.5 
million copies; 2K Game? say? lhal this is now a franchise, and we should 
look for and her one maybe in three years or so. Should you find yourself 
working on a sequel, would you have to assume a single ending? Would 
that complicate things for you? 

Kl No. If I were (o do a sequel, I would want ihe sequel to be as different from 
BioSfrcck 2 as ff/oShocir was from games we made before l would want to bring 
a? many things into (he analog space as I could. Bto5hock is so particular -and 
such a unique voice, (hat 1 don‘( know rf I could ever be comfortable wilh any¬ 
one else doing it besides my team Especially because so much of the game is 
the world of Rapture and the gameplay dynamics, which came so much from 
the DNA of all the work we've done since we started back in (he System Shock 2 
days I would never want to do BioShock: The Adcfitionoi Level's. :■ 

'I DON T THINH BETTER 
GRAPHICS ARE THE 
FUTURE OF GA1T1ES 
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EIStartXLife After Rapture 

It like a pretty big catch tor you: You want to work On nuw 

things, but you made something and did it so well that the world and 
market demand that you stick with it. Were you imagining yourself in 
that position six months ago? 

KL: God I think si* months ago I was imagining going home to spend half an 
hour with my wife. You know what a soul-consuming process making a game 
like this is. It's like going to another planet for a year, 1 realized lhai when I 
was about to sell the company lhat Irrational made a lot of games that were 
critically acclaimed, bul didn't sell that great. And certainly it was pretty easy 
for me to blame the public, like OK. the critics get it— but frankly I don't ihink 
that was it. I think that we didn't have the resources before to really commit 
to a vision, to really see a vision through from start to finish the way we did 
with SioShock. We didn't want to make a game that came out and anybody 
else could have made it like make Call of Duty 5—and that's no aspersion on 
Call of Duty, because certainly Infinity Wand understands: They created that 
franchise, and you see what happens when someone else steps in to make a 
Cctff of Duty game It doesn't have that stamp on it You said. "Am l on cloud 
nine?" The biggest reason I'm on cloud nine is that we got to make not some¬ 
thing that was commercially successful or critically successful but something 
that people could look at and say. "Oh. yeah, that came from those guys." 

What do you think Is the mass appeal? Prior to ihe game's 
release, a lot of folks assumed BhShoek wouU be a huge critical success 
but that not many people would buy it 

KL: I don't know There's a bit of lightning in a bottle, to some degree. You 
had games like Deui £*, and you h&d games like System Shock 2. and they 
were great garner but they weren't really greal shooters, because we didn't 
really have—at least not on Shock 2— the resources to make a great shooter. 
We couldn't balance and polish and compete with the (Mutes of the lime 

SI 1 don't think people would be having debates about Ryan's ver¬ 
sion of objectivism cf r as you were saying, it wasn't a good shooter In 
the classical sense from the beginning. What did that mean for you 
guys? What were the tenets of a good FP5? 

RL: [After E3 20061. BfoSboek frankly wasn't lighting up the public the way if lit 
up the press Then I started reading all the articles, and it was like, 'this adven¬ 
ture game..,. 1 ’ 'survival-hornor/shooter." “RPG"...that , ‘s just scary to the gaming 
public. We decided. QK. we have to say ft's a shooter However you can't do 
that and not bring the shooter goods. We all went into student-of-shooter 
mode...we wanted the kind of action and mass market appeal that you see in 
games like Halo and Half-Life, |his high‘intensity shooter action that we hadn't 
neatly done as much before. We went back and played ail these games as stu¬ 
dents; we analyzed them We played Gears of War, we played Call of Duty we 
played all these games and said “What are they doing right? ’What are I hey 
doing differently from what we want to do? And we just sat there and opened 
our hearts and our minds and learned from the masters. 

I remember you saying that one of the things that came out of £3 
2006 was your decision to make the water interactive—before E3, it was 
just beautiful water, and people asked if you carnfoanytNng with the 
water—so you went back and made that happen. Guys like Denis Dyack 
say it's best to keep games hidden behind closed doors until the very end, 
but obviously, you benefited from the backhand -forth with the public. 
KL: Oh. absolutely. I think that the challenge of doing a game like this, of any 
sort of artistic endeavor, is that you want to listen to people...and you tton'f 
want to listen to people Thee are so many things in SioShock that were 
unpopular internally at the beginning that., an artist or somebody [or![ really 
had to champion and carry through. And you wouldn't believe it if it wasn't in 
tin? game right now There was a time when there was a strong push internally 
to cut the Big Daddies. They weren't working The scene where you meet 
Andrew Ryan hadi some very substantial detractors., and frankly. I completely 
understand why If you haven't played ihe game ihrough to that poim. it's 

just like, oh my god. this guy's gonna fedfc for three 
minutes? Are you kidding me? And you're not 
gonna have control? You sound like an idiot. 

Of all the ideas you prototyped, what 
were ihe hardest end most expensive to cut? 

KL: A lot of plasmids got cut. At the beginning, 
before we had really bought into the shooter model, 
we actually bad descriptions of things that said. 
"This does 2-20 points of electrical damage,' Much 


Read more of Ken's 
post-#to5fM£Jr 
thoughts lit the 


November Issue of 
EGM (#211) and at 
GFW12.1 U p, com. 




• "People lie what they 
Wkflt to ijpB" Levine. 
"I like ih.rf this Is a gam* 
that has made people think 
I'm a cra zed object Iul at." 


more of an RPG kind of vibe. And when you have those numbeis and you reveal 
those numbers, you can have a lot more powers in the game, because they 
vary ’Oh. this does an extra 2DG of damage." Think of all the spells in World 
ofWnrCraft, they can afford to do it because it's not a simulatkmal shooter 


Why no commentary mode of Ihe Sort that Valve used with 
Half-Life 2: Episode Onml 

KL: Trie Om'ort A.V Club has something called "Commentary Tracks of the 
Damned.’ where they review the commentary (racks of terrible movies—for 
Uwe Boll movies and stuff like that. You have this director knowing he made 
this absolute piece of s'", and he's like. "I was really proud of this scene 
where (he heroine takes her top off: it's awesome " You watch these guys 
thinking, oh man. they must be contractually obligated to do This thing. I 
think maybe to do a commentary track before you know ft's going to be 
successful shows a bit of hubris. With firoS/rock. it was more, "do we have the 
time and resources to do this?' We didn't. 


If yqu did do Ihe conun e niary, or Jf some future special edition 
happens,, what's one thing you would really want to communicate? 

KL: It wojd probably be kind of boring, .well, not boring, but technical, and 
a lillle geeky The last thing I want to do is gel in there and say, "Here is whal 
BioShock really means!' I was uncomfortable at the beginning of our conversa¬ 
tion getting too much unto that stuff. Because t may feel differently tomorrow 
about what if means. My sister said the game's like a Rorschach test, People see 
what they want to see in it, from a gameplay standpoint, from a philosophical 
standpoint I like that a lot, and I like that this is a game that has made people 
think I'm a crazed objectivist and this is a game that made other people think 
I'm a rabid Communist I'm sort of uncomfortable drawing too firm a line as far 
as what the game s for people. The only time I ever wanted to do that was (ini 
saying its a shooter, because I knew we had to sell it, or it would never [sell]. 

What about pressure to offer downloadable content? How does 
that work with attitudes you've expressed about just revisiting and adding 
extra levels to an experience that you feel is complete as is? 

KL: Diablo II, to me, was a great model for an expansion, because it enhanced 
the original game, bul also extended the game, too. I'm net a really big fan of 
expanding things just by linearly adding to the experience, adding a new cam¬ 
paign as much as I am of enhancing the original experience and adding replay- 
ability to that experience I think I hat certainty flroSbcrek's combat experience is 
great but it could be broader I'm a little more confused as fares how to expand 
the narrative experience. Certainly in [ffrb Shock], 

So who's BreSriecfc's Guildenstem, then? 

KL: [Laughs] Who's BioShocks Guild eastern? 

Or Rosencmrrlz, Your choke, 

KL: I'm just sort of piiting (this] out of my butt, because it's not a question I've 
really thought about, but the player's experience itself has got to be called 
into question. Because obviously hi 5 understanding of the things he went 
through is not necessarily entirely authentic as he leans from Andrew Ryan 
The experiences you have are more interesting on a second play through— 
there's a lot of Tight Ckrh and The Manchurian Candidate there. You know that 
great scene in f/grir Club where [Edward Norton] is talking to Helena Bonham- 
Carter, you thought she had spent the night with Tyler Durden, and [Norton] 
says, 'What are you doing here?" And she gets at I pissed and walks out. and 
you're like. "Why is she so macf at him?' And the second Time you watch it 
you realrze she's mad at him because they spent the entire night having sex 
together Thai and a thousand other things, There^. really a whole other story 
to tell there if the Tyler Durden character is not there. And again, I am not 
talking about an actual prod uci“4 ! m just speaking about whal somebody 
might do if they explored that I might think differently tomorrow, 
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mission goes horribly 
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^ The Freeloader 

Know jboul iCjitii? iweel free 
games? Tip off m,r resident 
^ mooch! Fireetaaikrpziffdgvisxcini 
is the best way to reach him. 


Something just blew my mind. 
Go to www.m-w.comj Merriam- 
Webster's website, right now and 
search for the term "freeware/' It's 
there—see for yourself. 


Pronunciation: YfrE-,wer\ Function: n: 
software that is available for use at no 
cost or for a nominal usually voluntary fee 


As nice as it is for my art form to 
receive recognition, this is only half 


a definition. Freeware isn't just some 
"thing." It's a verb. It's a state of mind.. To 
mej it means Rash games that you'll never 
need to install on your computer. It con¬ 
sists of classics released into the wild, on 
the house. Free-to-play MMOs make the 
list. Even mods. It means that this hobby 
of mine doesn't always require dollar 
signs (but it sure helps!). This month, I'm 
corralling a bunch of titles epitomizing 
that greatness. Put that in your pipe and 
smoke it, Webster! The Freeloader 



HNYTT STORIES 


TILE UNDER; Decigit your awn 2D gam* U i|L hi I pii//.nltf I* i. nl 2. **/l hd#x.p hpTiiu hi =02 Hnyl 1.Start*! 


just dr sale holographic target dummies to dis¬ 
tract foes. 

All right, so its a 2D platformer. Great. Bui what, 
exactly, is Knytt Sfomts aboui? A girl named Juni 
must stop a device that is sucking all the life juice 
out of the world. Kind of like Galactus—only it's 
neither a world-dwarfing, overeating giant with 
really bad taste in headdress nor a gelatinous 
silvery blob. And that's just the bundled epi¬ 
sode. Y"see. aside from "The Machine' and The 
Tutorial" episodes, you gel a level editor Go on. 
build your own levels or download (he batches 
that are already floating all over ihe Web. 

Technically thus game is 100 percent free. 
Download and create more levels to your heart's 
content, but this 15 one game (hat even i had 
to pony up a little cash for in the end. Kit the 
PayPal donation link. Considering how much 
value is packed into this tiny download, you 
know it's the right thing to do, 


Knytt —say it with 
me: "KNlGHTr—is 
quickly becoming, 
a household name 
among the mdie 
gaming kids. That s 
because Nicklas 
"Mifflas" Nygren's 
Knytt games aren't 
just about running 
and jumping for a 
couple minutes in simple 2D graphics f mean, 
yes. that s exactly what's going cm here. Take, 
for example, the second game in the series, 
Knytt Stones. It's really jus! on# level that lasts 
maybe a couple hour? (upward of four hours 
if you're slow on the uptake), Search the level 
for power-ups that let you do everything from 
jumping higher to running faster like some 2D 
Bionic Woman. Scale walls like Spider-Man—or 


FREE BAmeSf 

You'll find all ih(w 
games (and more) at 
F ilcFr '& nrl.c Qm, FluJ, vliilt 
tfw nipw online Weekly 
Free Play column at 
GFWlIlUP.cem. 



CREATOR'S 

CORNER 


• Concept mimii for 
Nick!an Nygren's next 
pro-Jem. Night Gome . 



I grill Mickles '“Niffles" Nygren, creator of 
fCojrff Stone*, about what drives a man to 
spend ID months making a free game. 


GFW: How's H feet having hordes of 
mooches like myself as fans of your work? 

NN: It's always greet knowing that so many 
people like my games, and I could never 
have created them without all the help 
I have received. Remember that a lot of 
material I use Is created by other people. 

GFWl Where do you come up with ideas 
for all this stuff? A Hot of old NFS games? 
NN: For me, it's all about expressing emo¬ 
tions, places, sounds, and images in my 
mind. But yeah, t do get inspiration from 
games as well—particulady from laid-back 
PC and console games with lots of atmo¬ 
sphere like BoHante, Snmorosl, and i*o. 


GFW: Be honest. Are you doing this just 
to get hired by some megapublbher? 

NN: It would be fun to work full-time with 
game creation. I never want to get Involved 
In a large company, though. 
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RLE UNDER: My favor! i* — ir «t»■ I URL ww w. flit pit n*f, own 


In use ya didn't know, the original far Cry is now 
available for free—though I wouldn't exocify say it 
comes with no strings attached. Rather, it comes tied 
to a big bungee cord-sized siring comnrvefdals, Vup, 
this is one cf a few ad-supported free games Ubisoft 
now offers. The deal works something like tbs: You 
play the game. You get to a point where you load a 
saved game, and you see an ad before diving into 
ihe action. Not a huge deal in something like FWnce 
of Persia: The Sands of Time (that's one of ihe ol her 
free titles; you can also download ffoymcur flow'ng 
Robbids), but in a game where you die-load- retry, 
it gets maddening. Fast. Soon you'll be looking for 
workarounds and hacks to, say. open the console 
menn with a "-' and handle quicksa v@s and quick- 
loads through that Not foal E would. of course. 

On ihe bright side, it's not as if the games jam bill 
boards for McDonald's on a deserted island or spray 



pamt cigarette ads on a camel's Hump. It's a bold 
new world that we're living in. friends. In fact, if all 
games go grafrs like Tar Cfy (E like calling it Free Cry 
now, by the way], free hie-seekers like me will just go 
foe way of the dinosaur I'm OK with that. 


E 


HART RIDER 


RLE UNDER Nt«te MMHO URL www.iHNnn.rwi 


A couple years back South Korean mooehers 
rejoiced when a little game called Kart fti-rier arrived 
on the MMQ scene, for it was the granddaddy erf 
microiransaclion-based games. Yeah, here in ihe 
good ol' US. of A, microlransactions usually boil 
down to crappy horse-armor upgrades, but these 
guys did it right Kart Rider is one of Ihe firsl games 
to work the free-to-play mode! successfully—get 
players hooked with cutesy racing, and then get 
'em (o drop a couple pennies here and there for 
upgrades. Or don't buy anything. Either way you re 
spending way less than S14 per month, but you get 



a whole lotta bang for your bucks. Now it's coming 
to America and I'm a litlle worried I might actually 
start spending money regularly on a game and not 
even realize it Hey, as they say r your first taste is free. 


ROBOCOP 2D TRILOGY 


RLE UNDER:). Am, Iran Man! URL. www#arhpre>diKtkni» 1 btln l tam«1^9^uk 


My continuing love for all things 2D has been 
fulfilled by seeing my favorite cyborg (OK, second 
favorite—I still have a sof t spot for Dick Clark) 
represented in classic gaming form The first 
installment in this freeware trilogy is an homage 
to the original Commodore 64/Anistrad CPC/ZX 
Spectrum side-sc roller the second finds RoboCop 
fighting against another of mowedom's tin men 
(he Terminator, and the final tale is a familiar 
one; Omni Consumer Products cuts corners while 
trying to cut down crime. Can one methanoman 
si and between ihe world and an army of bargain- 
basemen! bols? 



INDIE PICH OF 
THE mONTH 

It's not free—but it's dose enough! 



It s time to pay up. You know the deal. 

All this dabbling on the dark Side Of free 
games has its price. You reed to throw 
some money back to the cause each 
month. What is worthy of your cash— 
or at least a demo download this time 
around? Glad you asked. 

This month. I’m throwing out a hard¬ 
core, board-gaming death-metal salute 
to a game called Armageddon Empire s. 
That's right—empty your coffers and pray 
at the altar of hex-mapped, card-dealing, 
turn-based gaming. 

As you may have guessed by row, 
this is by no mears something simple 
that you're going to wade through in 
a couple minutes. I'm talking the nerd- 
rest of nerdy board gaming, Think Mad 
Max meets Axis & Allies times 10, Once 


you get past the learning curve, though, 
you'll find a deep experience that'll chew 
up days of your time. 

You think it's tough learning to pfay 
the game? Ybu should try explaining it 
in a handful of words! The short version: 
Four factions vie to control the Earth 


circa 2345—the Empire of Man, the alien 
Xenopods, the Machine Empire, and the 
Free Mutants, Each is armed with unique 
units, abilities, and power-ups; you take 
turns building up your army. Virtual die 
rolls and dropping down cards like a 
sack of hammers upon foes is how the 
radiation ^blasted West gets won here. 

If you're not ready to take on your 
human pals yet, try fighting off a couple 
A. (.'Controlled opponents instead, The 
creators at Cryptic Comet insist that 
the A.I. doesn't cheat. That may be the 
case—or ] may just suck. Either way, a 
quick trip to www.-crypticcomet.com/ 
g ames/AE/ar ma g ed do n?m p ires ,htm I is 
a gateway drug to dorkdom. 

Consider yourself warned. 
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B Dozens of sites detail the art of making videos with games, 

YouTube hosts thousands of examples, and mac Minima scored pop 
culture cred ora World of IAfarCra/t-themed South Park episode. Given, 
that machinima shorts are free publicity for the games they're made 
from, you'd think that game companies and machinimists alike would 
be trading high-fives. But you'd be wrong. Relations between the game 
industry and the machinima community took a big hit in August, when 
Microsoft became the first game company to publish explicit rules for 
what machinimists can and can't do with most of Microsoft's stable of 
games, specifically the Halo series wildly popular among gamers and 
machinimists alike. 


Microsoft approached Male machiin Imlsls Rooster Teeth (malcers of the 
popular Red vf. Blue series) with a licensing agreement. 
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The mac Minima community went nuclear; as one thread on M a chi mm l t 
com trumpeted: "SAVE MAC HI MIMA FROM MICROSUCK." The twin bones 
of contention are fear and greed. Microsoft wants machinimists to pay 
royalties if they make any money from their work. Mac Minima makers 
seem terrified that Microsoft appears ready to become the mac Minima 
Gestapo and squelch any project that doesn't toe the line, The big ques- 
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MICROSOFT. 

laid the golden virus? 

tion is; Why is Microsoft pissing off a crowd of ubergamers who provide 
millions of dollars of free advertising for the company's games? 

MICROSOFT AND MACHINIMA 

Game companies have always had a love-hate relationship with machini- 
ma, On one hand, they're vaguely aware that the videos function as free 
advertising; on the other hand, they see their characters as, well, their 
characters, and the companies don't particularly like seeing other people 
use them for their own creative projects. This ambivalence has resulted in a 
"don't ask, don't tell" attitude of benign neglect throughout the industry. 
While some companies (like Blizzard) have cautiously embraced machini- 
ma with contests, most firms prefer to pretty much ignore its existence 
ft could be argued that of all the major game companies, only Microsoft 
has treated machinima seriously, Microsoft was the first company to explicitly 
license its game-related intellectual property for use in videos approaching 
the makers of the popular fled vs. BTuewith a licensing agreement. Microsoft 
also purchased (and is marketing) IheMovfes, a Peter Molyneux-developed 
strategy game with a Sims-like animation package, originally distributed 
through Activision, Given the company's pioneering interest in the art form. 


AND MONEV 


many machinimists were surprised and alarmed when Microsoft issued 
explicit rules for using Its Stable of games as engines for machinima projects. 
(Seethe full list at www.xbox.oonVen-US/community/devebper/ruIes.htm.) 

the rules were intended to be "pretty standard, but flexible" according 
to Josh Kerwin, who represents Microsoft's gaming business for the public 
relations firm Edelman. Indeed many of them seem, even to the layman, 
like simple common sense. For instance; "You can't use Game Content to 
create pornographic or obscene Items, or anything that contains vulgar, 
racist hateful, or otherwise objectionable content." 

Some of the rules, though, immediately raised both ted flags and 
eyebrows among machinimists. For example, one rule states that “you can't 
add to the game universe or expand on the story told in the game with 
lost chapters' or back story or anything like that" If taken literally, such a 
rule would make it impossible to use machinima to create fan fiction—a 
restriction that would disallow many projects, according is Philip DeBevolse, 
president of Machinima.com. "It's not at all unusual for a machinima film to 
back-referenee content that's in the rest of the game," he explains. 

But the real sticking point in the new rules was the one that dealt with mak¬ 
ing money with machinima; 'Vou can't sell or otherwise earn anything from 
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SUCH A RULE WOULD 
mAHE IT imPOSSIBLE TC 
USE mACI—IINIITIA TO CRE 
ATE FAN FICTION 

-PHILIP OEBEVCSE ORESCENT mACHINim* 
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Red vs. Blue are sold on the website, presumably generating some kind of 
royalty for Microsoft. 

At first it seems a bit ludicrous: the wealthiest and most profitable com¬ 
pany in high tech asking individual machinimists. most of whom are stu¬ 
dents, for a monthly pound of flesh. But the reasoning behind Microsoft's 
rules is deeply ensconced in the woolly world of intellectual property 
law, To put it bluntly Microsoft wants and feels it deserves a piece of the 
action, since it owns the Haia franchise. 


your Items. We will let you have advertising on the page with the Item on 
it but that's it That means you can t sell it, post it on a site that requires 
subscription or other fee's, solicit donations of any kind (even by Rayffcl), 
use it to enter a contest or sweepstakes, or post it on a page you use to 
sell other items (even if those other items have nothing to do with Game 
Content Or Microsoft)." 

This rule would allow distribution of machinima on sites like YouTube, 
but it would cut off tire ability for machinimists to make any income from 
their projects, "And that’s the only form of income that most machinimists 
are likely to get," explains Mark Methenitis, a lawyer who specializes in 
computer game law. 

MASSIVE REACTION 

Predictably, many mach ini mists reacted with anger and dismay. 

Machinima has always been something of an underground movement 
with a certain punk sensibility to it according to Hugh Hancock, coauthor 
of the recently published book Machinima for Dummies. "Many machin¬ 
ing videos have a slightly subversive character, and there r s a definite us 
against them’ mentality when it comes to authority figures.," he explains. 
As such, it was probably predictable that machinimists wou ld react with 
hostility when told that they were now forbidden from selling even so 
much as a customized coffee mug on their websites. 

Same of the anger was probably due to the way the rules were pre¬ 
sented on the Kbox website, Though couched In relatively casual lingo, 
the rules included the following threat; 

"If you do any of these things, you can expect to hear from Microsoft's 
lawyers who will tell you that you have to stop distributing your Items 
right away," 

The rules thus created a "Big Brother" vision of Microsoft, watching and 
waiting on the Web, lawsuits in hand—an image guaranteed to raise hackles- 

The vehement reaction from the machinima community appears to 
have caught Microsoft by surprise. After discussing the issue on his 
blog, Microsoft lawyer Don McGowan complained: "Wow. It appears 
that I got some people's attention, It a bo appears many of them hate 
me." McGowan subsequently pasted clarifications and explanations, 
elaborating, for example, that the restriction against unauthorized 
backstories was to prevent Microsoft from being sued in the event that 
the official back story turns out to be similar to an amateur production. 

Microsoft also reached out to the machinima community by meeting 
with a small group of prominent machinimists. Hancock, who was present 
at the meeting, characterized it as "cordial," and says he believes that 
Microsoft's heart is basically in the right place, "They certainly don't want 
to discourage the machinima community, but they do want to be certain 
that they maintain control of their product," he explains. 

One area where Microsoft appears unwilling to budge, however, is the 
prohibition against making money with a project. Instead, the company 
has promised to make it relatively easy for machinimists to get a com¬ 
mercial license, according to Hancock. This could allow machinimists to 
imitate the business model at Rooster Teeth, where products based upon 
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Microsoft's rules treat machinima as an aftermarket product that builds 
upon the value that Microsoft put into creating its games. According to 
this logic, machinimists are simply like the companies that make action 
figures for hit movies. Since the driver for the sales of the action figures is 
the movie, the creators of the movie deserve to be compensated for the 
value that they created. 

In other words. Microsoft sees the popularity of Wota-based machinima 
as a reflection of the popularity of Wnfq, By that way of thinking, it's good 
business sense to restrict usage of the intellectual property so that Microsoft 
gets its cut according to marketing guru and best-selling author Seth Godin. 
"The game companies are smart in being dear in advance, as it's emsy to go 
after something after it's popular," he explains 'As the games get richer, the 
ownership of the output is going to be more contentious" 

in addition, machinima projects can become so popular that they generate 
enough Internet traffic to make retail sales into a viable business model. For 
example, the Rooster Teeth website achieves a million downloads a week, 
according to Matt Nullum, a principle at Rooster Teeth, the group respon¬ 
sible for Red vs. Blue. Since only a portion of the site's visitors download, 
the total amount of traffic may be enough to make Rooster Teeth profitable. 
(The company is privately held and did not provide financial date.) 

There is, however, an entirely different way to think about machinima—as 
advertising for the games used to create the video. When viewed as adver¬ 
tising, machinima is an incredible bargain for game companies, which 
spend big money to convince gamers to buy products and upgrades 

David Meerman Scott author of The New Ruks of Marketing & PR, 
believes that Microsoft may be vastly underestimating the positive impact 
of machinima on its overall sales. "Viral marketing, the phenomenon of 
people sharing ideas with their friends, family, and colleagues online, is 
one of the most powerful ways for companies to get ideas into the mar¬ 
ket 1 ' he explains. "Unlike message-driven advertisingt which interrupts 
people and shouts J Buy my product' the ideas passed from one person to 
another via 'word-of-mouse' is seen as authentic and important." 

In other words, having a game "endorsed" by top machinimists is likely 
far more important from a financial viewpoint, than the royalty revenues 
that might be generated by product sales or donations on those machi¬ 
ni mists' sites. Under the circumstances, It's hard not to see Microsoft's 
machinima manifesto as a "penny-wise, pound-foolish" blunder that, might 
drive machinimists away from using Microsoft's games. 

Hancock believes that rather than risk an exodus, Microsoft should 
instead make it easier for the viewers of machinima to order the games 
used to make the video, "A required start-up screen on each video with 
a special website where the product can be ordered is probably the best 
solution," he says. Another wrinkle might be a fee for the machmimist 
similar to that paid by Amazon.corn to its associates. Such ideas, however, 
appear to be falling on deaf ears ait Microsoft, according to Hancock. 
"They gef machinima and they know it's valuable," says Hancock, "hut 
they don't yet understand the value of having fans spreading the word 
about their games in this new and creative wayf •fjeoffrey James 
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FIStart \ Prototype 


In Prvtatypm, pedestrians or* walking health 
packs. Absorb a passer-by, and there's a chance 
he or she may know something Important. 


PUBLISHER. Vlvwndl IBmimr DEVELOPER: «Udk*J GENRE Action RELEASE DATE lAflk 


PREVIEW 


Q "Prototype is, first and foremost. about 

choice," says senior designer Dennis Detvviller. 
"Freedom to do what you want when you want," 
You ve got to be pretty brave—or possibly a little 
naive—to make a claim like that about your game 
nowadays, when Interne) cynics will happily hold 
your words against you come launch day because 
you can't grow trees as advertised or because they 
run into a dosed door in your wide-open world. 

But "what you want when you want’ is what 
people ask for—and Radical Entertainment at least 
deserves the benefit of the doubt, as the devel¬ 
oped 5 The Incredible Hulk; Ultimate Destruction 
(Xbok, PS2, GameCubel certainly allowed players 
to do, if not £jnything, (hen a whole lot. of things, 

It turned a major metropolitan center into a play¬ 
ground where players could surf on cars, tear out 
streetlights and use ihem as bets, rip cars in hair 
and use them as boxing gloves, and hop on top of 
skyscrapers in a single bound Within the game's 
subset of 'things you might find in a city." I here 
was some sort of clever use for nearly every one. 

Prototype is clearly cut from the same cloth as 
proia goni st/govemme nt ex peri men! gone wrong 
Alex Mercer rampages through a similarly free¬ 
form downtown Manhattan, "weaponizing' his 
surroundings as he leaps across rooftops. Only 
instead of tearing off a tank's turret to use as a 


shoulder-mounted missile launcher Alex has the 
genetic potential to absorb the biological entities 
he encounters and use them to rewrite his own 
genetic code—and then morph into a new form 
based on that DMA, replacing his hand with a bio¬ 
logical blade, or causing giant ’groundspikes’ lo 
erupt from the earth and impale foes 

But in a world where every pedestrian you 
encounter is a potential plasmid. Radical's stuck 
with very distinct production limits—and tasked 
with distilling something satisfyingly finite out of 
what's coneeplually boundless. '.Ve haw multiple 
categories of powers." says Detwillen slicing infinity 
into four segments. 'Attacks, Defends, Sensory, and 
Disguise" An Attack may morph Alex's arm into a 
weapon, a Defend may surround him in a protec¬ 
tive shell, Sensory powers allow him to see things 
in a way humans normally cannot, and Disguise 
allows Alex to take on the appears nee of whoever 
he's absorbed, so foe thinks he's friend. 'When the 
player is in ihe wrong disguise, alerts are triggered, 
enemies appea n and the military is suddenly all over 
the place," he continues. '"When the player is in the 
right disguise, the world is an open book. He can 
weave in and out of areas where minutes before 
he was underfire with no fear of discovery.' Alex 
can also access hi? assimilaled victims' memories lb 
leam the whereabouts of mission objeclives, secret 
weapon stashes, or how to better operate a vehicle. 

"We don't limit the player in his ability to access 
powers,' 1 says DetwiHer explaining that once Alex 
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FlStartN Prototype 


-DENNIS DETWILLER SENIOR DESIGNER 


absorbs a new power; using it r s always just a 
menu-swap away. "Bg( sometimes, for example, 
the groundspike is just loo much for Ihe situation. 
Weapons in Prototype are there as an option—don't 
want to fight an Apache in a prolonged engage¬ 
ment? Grab that Stinger missile and bring it down in 
one shot. Hiding as a soldier and want to remain in 
disguise? Open fire and watch (he madness ensue.' 

Alex isn't the only government esspenment gone 
wrong. A viral mutagenic force has infected seg¬ 
ments of 1 he city, turning urbanites into rotten 
freaks, and the military faces off against the infec¬ 
tion in a shifting front that Alex can manipulate for 
his own purposes. "Theplayer can directly change 
the di spo siti on of a nea s seized by th e mi (itary or 
the virus,' says Detwiller. "He can drag forces from 
one zone in (0 another, causing a confiicL The 
changes are most definitely oof just cosmetic." 

How, exactly, one learns to generate ground 
spikes from. say. eating a mutant mailman warrants 
some explanation. "The Prototype is a creature for 
whom evolution is a dim memory," says Detwiller. 
"He'smoved deyond it—hi& genetic structure is 
completely malleable and under his control. These 
powers are not so much 'absorbed' from targets— 
though that does occur—as the Prototype teams 
how to more effectively manipulate his genetic 
structure by advancing through the game." Sci-fi 
gobbledygook, in other words. Or maybe. 'Just 
enjoy the damn game." Se an M ol l ey 


"THE PROTOTYPE IS A CREATURE 
FOR Wl-iam EVOLUTION IS A Dim 
momORY HE'S mOVED BEYOND IT ' 
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CULTURE 


Call ing The Sims a phenomenon doesn't 
quite do it justice. This is the senes that's 
sold close to 100 million copies since it first 
appeared in 2000 . TTiis is the game so central 
to EA's bottom line that an entire section of the 
corporation has been dubbed ihe^Sims division 
A Sims-related title has been a top-20 seller every 
month since its debut. (Some historical perspec¬ 
tive: The No. 2 seller in its early days was Who 
Wonfs to Sea MiHionaire.] And it's not just the 
expansions and variations; the core 5/ms game, 
either on its own or in a compilation pack, regu¬ 
larly reappears near the top of the sales list. 

As dismissive as many 'hardcore" gamers are 
of The Sims, a hit like this doesn't happen by 
accident. Who are these millions of buyers? Why 
are they drawn to the virtual dollhouse of The 
Sims? And what keeps so many of them hooked 
for so long? 

As EA's online services manager for The Sims 
series. Andrea Wend land makes a point of track¬ 
ing the audience that the game has built From 


the moment it became dear that The Sims wasn't 
an ordinary series with I he usual gamer appear, 

EA and developer Maxis have paid dose attention 
to who 5 jVtts players are and what they v^ant. 

"Sims players run the range from 7 to 70." 
Wendland says ’Our success comes frgm deal¬ 
ing dosely with this very diverse audience." 
Community outreach has become a core value 
of the Sims division, with regular events for fans 
and fansites. Where most companies are happy to 
have a forum devoid of the usual Internet insani¬ 
ty. or maybe a couple of strong unofficial fansites. 
EA devotes considerable energy and expense to 
keep 5iims fans dose. 

And they have a lot of fans lo track In July, over 
2 million users (out of a totaf registration of 4 mil¬ 
lion) visited EA's community hub for The Sims 2. 

To date, they've downloaded 57 million Suni ? 
items. By any definition. The Sims is one of veiy 
few games lo penetrate culture at large. "Almost 
everyone knows what The Sims is" wys Wendland. 
‘Word of mouth is one of the keys to our success." 

Sim Master Sweetie (Sim Masters are the com¬ 
munity leaders in the official Sims community; 
Sweetie wished for her real name to remain 


private), has made friends around the world 
through her involvement with The Sims. ‘When 
the community was bom and began forging itself 
as an easygoing place to come and talk about 
the game, I could see users relate to each other," 
she says. It's incredible how one game can bring 
together hundreds of thousands of people who 
all share one thing in common: love of the game. 
From my own personal experience, six years ago 
when I joined the community and began post¬ 
ing on the original Sims site, I made friends with 
people all around the world. Now that I'm a mod¬ 
erator. my list of friends and acquaintances has 
grown exponentially. Anyone who takes part in 
the community realizes just how huge it really is.’ 

The key to the senes' success seems to be the 
open-ended ness of The Sims, and this draws dif¬ 
ferent types of gamers with different interests. 
Wendland describes Sims users in terms of cat¬ 
egories, with each on# making different demands 
on Maxis-. 

First you have your "gamers." by far the largest 
slice of The audience. Gamers play The Sims as 
it is designed. They control famifiet. and pursue 
aspiration paths. Most people are exposed to the 



36 * GAITES FDR WIDOWS THE OFFICIAL fflAGAZftG 



















The Sims \ Start FI 



game in (his way. Sarah O. is a new Sims player 
and an example of WendJand's word of-mouth 
Iheory in action Sarah was introduced to (he 
game by people she knew online. Sarah was 
drawn to the game because she heard how addic¬ 
tive it could be. "I love addicting games. Seals 
other addictive things. Also. [I love] the idea that 
i could create characters in the image of people 
in my life." 

For the gamers. Maxis tries to include new 
gameplay elements in every expansion. Though 
some observers find the inclusion of vampires and 
werewolves an oddity, given how mundane The 
Sims is., they were added by popular demand. 

The other three categories consist of people who 
found that one aspect of the game was most inter¬ 
esting to them and decided to focus their energies 
there The easiest to placate are the "dollfusers.’ 
the interior decorators of the Sims community. For 
them the game becomes about creating beautiful 
living spaces with vibrant colors and matching fur 
niture. Instead of making a Sim work day and night 
to earn the money to buifd the happy home, ‘doli- 
housert' give themselves unlimited cash to create 
(he bedrooms and dens of their dreams. 


Since these needs are so easy to identify and 
track, Maxis can push out 'Stuff Packs,' mini- 
expansions that have nothing but new items to 
buy. Many of these are built around particular 
themes fa new Teen Style pack is cm its way, for 
example), A few other items are available for 
download from EA's Sims Exchange. 

Once you've tired of designing rooms, the next 
step is to design houses. "Lot builders" are the 
architects of the Sims community. You can thank 
this lot for the spiral staircases and new landscap¬ 
ing options According to EA's research, this is 
the one subset of Sim-j players that breaks the 
demographic mold The game is peculiarly egali¬ 
tarian in whom it draws-male and Female, young 
and old, all are evenly represented But not lot 


builders. These are predominantly men. and they 
are responsible for some of the more elaborate 
creations Irom Sims users, 

For SimMaster Ralph (like Sweetie, Ralph wishes 
his real name remain private), lot building is an 
outlet for his creativity and experimentation He'S 
made lots based on cruise ships and the space 
shuttle: I can spend days or weeks creating a build¬ 
ing and the landscape that surrounds it, then pot 
a Sim on it for it to wander around and see how it 
interacts wi!h the environment" He sees a lot of 
overlap beiween Sims players and SimCity players, 
largely because of the desire to see what happens 
when things are set up a certain way. It's the same 
desire chal pokes all of us to create Sims based on 
our own lives. (And that never ends well.) 


cl as Dismissive as hianv 
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Electronic Arts has jumped- on the Web 2.0 
hand wagon, with a new free-tojoin make- 
you-own-video service called The Sims On 
Stage. Though ostensibly connected to the 
Sims brand, little here involves animated 
avatar* keeping house. This is American idot 
meets YouTube, without the mind-numbing 
commentary of the former or the brainless 
comments of the latter. 

User* can choose from over 3-,OOP karaoke 
songs to record, from Tiptoe Through the 
fylips' 1 to "Yesterday." You can record your¬ 
self reciting your own poetry, cracking jokes, 
or telling stories, and EA has regular contests 
for contributors. Given the popularity of Sfms 
machinima, it was natural for EA to include 
easy-to-use mas hup tools, so you can create 
that Si/»j music video you didn’t have the time 
or skid to make before. Just drag and drop 
your images and soundtrack, then upload for 
, the world to see. 


"We feel that The Sims On Stage 
follows the same attributes for 
which The Sims franchise has long 
been known— < realivity, com¬ 
munity, and humor," says Ranah 
Edei in, a Sim* vice president. 

"We currently allow people to 
post their creations to over IS 
blogs and social-networking 
sites like Facebook, MySpace, 
and Blogger" 

Like any repository of Lrser-created 
artwork, The Sims On Stage has 
its share of hidden talents and 
embarrassing moments. But 
the most striking thing is how 
earnest most of it Es. Heartfelt 
poems about Jove and loss 
and reminiscences about favorite family 
moments live side by side with a middle 
aged white guy singing "Respect." 


¥ .j 


M 
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The final class of Sims players eschews experi¬ 
mentation and design for scripting and com 
trol. The "storytellers' are the Woody Allens or 
Danielle Steeles of the community, using the 
versatile tools included with the game to make 
movies and tell tales about their Sims. Si mM aster 
Jen thinks this storytelling impulse is inherent in 
all Sims players. 

"Generally, everyone ha* ideas* dreams, and 
fantasies; \ strongly believe that the Sims games 
provide them with an avenue to play out...these 
visions. Originally., the idea of being able to play 
out the 'perfect family-life fantasy' through a 
game is what attracted me. This gives me as an 
individual—and probably like other Sims play 
ers—(he opportunity to play out my own philoso¬ 
phy of reality as 1 see it or would like it to be.' 

Storytellers take this core gameplay idee to the 
next level, crafting romantic comedies,, fantasy 
stones* or music videos from the wealth of con¬ 
tent Maxis makes available to them. 5/ms machin 
ima of varying quality can be found all over the 
Internet—tens of thousands of examples are on 
YouTube alone The unofficial Sims machinima 
site Sims99.com has thousands more One can 
even make a case that the Maxis juggernaut has 
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that the older child moves out to college, the 
younger one will buy their own copy.' 

Emily and Sarah 0. are two sisters who play Tbe 
Sims exclusively. School and work prevents them 
from playing other games—They don't even have 
expansions for The Sims 2, Emily admits. But it's 
proven to be a popular family pastime. 

"Il's nice, because sometimes we'll sit down and 
bolh play together, We've had to make rules for 
demolishing houses especially on the neighbor¬ 
hoods where my families take up five or six isous¬ 
es 6 Bolh also have friends who play the game, 
adding more social context to what's otherwise 
a solo enterprise Bui the rules keep Emily and 
Sarah from messing up a neighborhood 

"We don't let them get in relationships or move 
in with the other person's family,” says Emily. 

"That tends to break up already good houses or 
games we were playing with. Although sometimes 
if we agree, we ll let them switch houses.' 

The Sfmj can stay family-friendly for a long 
time because of the relatively low system sped 
IT cal ions. 5/ms 2 can run on an BOOM Hz PC with 
256MB ot RAM Almost any low-end machine 
an the market meets that bar, so if you buy a 
student a computer for homework. The Sims will 
be one of Ihe few easily accessible games that'll 
run on it. The game's low system requirements 
a I s-o make il a good option for laptop gam 
ers And if you've been resisting that computer 
upgrade for a few years, the series guarantees 
new content every few months that will still run 
on older systems. 

Those outside the gaming world have also 
noticed the size of the Sims community. EAhas 
entered commercial partnerships with major 
corporations to make them part of the 


been a greater boon to amateur filmmakers than. 
The Movies, the intentionally film-focused offer 
ing from Peter Mofyneux’s Lionhead Studios. 

With the ability to tap ail of these gaming 
impulses The? Sims phenomenon siarts to make 
sense. It's as much a toblbox as a game, and it's 
easier to design tools for the box if everything 
you make appeals to someone For EA, diversity 
of audience expectations is an asset, since expan¬ 
sions have the potential to ‘hit people's needs 
across the board," says Wend land. 

Sustaining this momentum depends on a 
couple of other factors. First, The Sims is a very 
family-friendly game. Beyond the occasional 
bit of "woo-hoo 1 " or slapfights. there's little a 
parent would find objectionable, in spite of the 
Teen rating. 

"A lot of people come to The Sims because an 
older sibling plays,' Wendland says. Then when 
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S.r(77s world, ford Motors allowed two of their 
designs to appear on the Sims Exchange, 
including a classic Mustang Recently, clothing 
outlet HSM cohosted a virtual fashion show for 
SriTts designers, with the winning design earn¬ 
ing the right to make a real-world appearance 
in H&M stores nationwide ’We'll only do this 
sort of thing if it makes sense for the game/ 
says-EA public relations representative Amanda 
Taggart—but with a brand as flexible as The 
Sims, it's not hard to envision other corporate 
partnerships in the future. 

For all the success of the senes, the Sims 
still can't shake the rap among many hardcore 
gamers that it's not really a game. Its seemingly 
permanent spot on the best-seller list is usually 
referenced with indifference, if not resentment. 
And the 5ims community is aware of this. "How 
can a canvas be a game?" says Ralph "A hard¬ 
core gamer believes that a game must have a 
beginning and an end/ Sweetie agrees. “I think 
that many gamers define a game as a challenge 
with levels or goals to achieve, missions to 
fulfill and an ending. The Sims encompasses a 
different type of gaming challenge,’ 

So what's ahead for EA's cash cow? MySims, 
a stripped*down version of the 5imj concept, 
recently arrived on Nintendo's Wii and DS por¬ 
table systems. And the long-a wailed vacation 
expansion pack called Bon Voyage sailed into 
port in early September, 

Beyond that, no one's talking about ptans 
for another expansion or sequel! series. But 
given the size and enduring appeal of the Slmj 
games, it's a foregone conclusion that what¬ 
ever comes next will fly off the shelves. 

Troy Sr Goodfellow 






SimCITY SOCIETIES 


How the city-building franchise fits in 


Sitting at the far right of Electronic Arts' 
"easuality" spectrum, SimOty. Sods ties faces 
the unique challenge of making municipal 
planning appealing to the masses—or„ at 
least, more so than its allegedly overcompli¬ 
cated predecessors. 

At its most basic level Societies is just 
math, as most of the interactions are spelled 
out in simple arithmetic. Building A gener¬ 
ates eight Creativity units. Building E con¬ 
sumes five Creativity units. Hover over the 
appropriate icon at the bottom of the screen, 
and you'll see you have a net surplus of +3 
Creativity units—third grade stuff, realty, 
only even easier since the game does the 
subtraction for you. Societies becomes more 
complicated as you mix social energies within 
your town, and you run the risk of choosing! 
buildings simply for their mathematical val¬ 
ues (+3 Productivity, -5 Knowledge fits nicely 
into my current municipal math problem) 
rather than their aesthetic properties (does it 
irk you that every damn person in your town 
is employed as a tulip farmer?]'. While other 
Srms games,, when played as “games’ instead 
of operated as dollhouses, are arguably just 


as much about balancing equations, the peo¬ 
ple-oriented Srmj games seem to do a better 
job of masking the math than Societfes. 

5acj'ef/es does seem to successfully slough 
off some of the "hardcore baggage" EA was 
interested in shedding. After plunking down 
their first windmill plot, SimCity vets wii) won¬ 
der where the power-line placement tool is— 
but there isn’t one, and the windmills provide 
energy to the whole city simply by existing, A 
lack of maintenance costs means ititle need to 
worry that unseen forces will push y our bud¬ 
get into the red. a situation that would have 
basically meant "game over" to a casual player 
of SimCity 4 —nothing say s “you screwed up 
royalty" like a disheartening deficit spiral. 

The flip side, of course, is "where's the 
risk?"—and perhaps that's just part of The 
Sims' secret to success: Don't punish the 
players, your actions may result in a death 
in the family you didn't want or a kind of 
city you didn't necessarily envision—hut life 
goes on, and so does society. Embrace the 
unexpected opportunities your decisions 
afforded rather than reflect on what went 
wrong.*Sean Malloy 


* Previous Sim Ctty games provided less direct 
control over how your city evolves... 


•,. tits, however, spells out cause? and 
effects much more simply and clearly. 
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n GUITAR HERO III PC 

I The game that rocked. TVs now tours on a 

I computer near you. The two bonuses over 
the console version: 1) Plug those USB guitars 
into your notebook and you have a road show. 
HeH r you can have an online jam session wrth Mae 
players. 2} Since it's a PC game, mods are theorem 
it ally possible—though not officially supported. 
Witl jamming in front of a 20-inch monitor make 
you less cool? Probably, but who's watching? 


WANNABE 
DESIGNER 
Those who earn, 
play games Those who can, 
make them We found the 
Hydra game development kit 
selling for a mere £200 at www. think geek com, 
With it you can create and play your own NE5- 
caliber creations People wonder how to get a 
start in game design. Well, here you go 





3 BIG HACK 
ATTACK 

In the new book r 
Exploiting Online Gomes: 
Cheating Massively Distributed 
Systems, authors Gary McGraw 
and Greg Hocjlund deliver a wake-up call for 
people who play MMOs but rarely think of 
the security holes involved, A must-read for 
anybody who hits the Web. 




UNGROUND 
When Grindhoase hit 
(heaters the whole 
overproduced ubermovie vibe 
was way cool. The separate DVD 
releases of Planet Terror and 
Deaf ft Proof drop the double- 
feature gimmick, but at least the deleted 
scenes have been stitched back together. 


v,< UH 11 r ' 
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ALICE IN 
CHAINS 

Everything you 
know about the classic 
Lewis Carroll tale is wrong. 
That's the premise of Frank 
Bed dor’s The Looking Glass Wars, as civil 
war breaks out in Wonderland. Check out 
the second book, Seeing Redd, and read 
the Hotter M graphic novel. 


B hi-res dreams 

Thmkgeek.com sells this 
badasstastkal T-shirt 
(£14.99-SI 6 99} that poses the 
question. "Do S-Brt Sprites Dream 
of Hi-Res Tanks?" Yes. Yes they do. 
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/“l A POXY 

/ Pretty HJt>a 

# London's Hellg of es 

will finally open for bush 

|f^ ness, Wondering what 

Flagship Studios' Bill Roper 

does in his spare time? He 

sings bawdy songs with his troop, The 

Poxy Boggards (www. pony bog gards.comj, 

at bars and Ren faires throughout the land. 

No, seriously. And they're funny to boot. 


8 TF2 

7eom Fortress, welcome home. Cone 
jumps, well miss ye., but oh. the sweet 
sounds of controlled chaos are back. 



9 BLACK SHEEP . P < jr J ~ 

Two words: Mutant ' 

Sheep. In the vein k 
of horrible horror like Atfock L 
of the Kilter Tomatoes!, Stock ' _M ^ 
Sheep will make you fear w*, 

mutton. OK, not really, but 
stilLa goofy movie for those that don’t 
mind the bloodshed. Or the accents. 



but Battle Garden is one cool Flash game. 
Open fire at www.fre&webarcade.com/qame/ 
battle-garden. 


DEVELOPER 

□ESHTOPS 


Jorqen Tharaldsen 
has witnessed anarchy 
online with the launch of 
Anarchy Online, helped 
dream up Dreamfafl: The 
Longest Journey ; and now works to 
bring about Age of Conan: Hyborian 
Adventures next March, What's he into 
when he isn't making games? 



WEB 

Cm really into 
Facebook.com. I 
download all these 
dumb applications 
and make all these 
friends hut I know it's all just a huge waste 
of my time, Maybe I should stop." 




PHOTOS 

“I’m an avid photo¬ 
grapher and I 
couldn't live without 
my Nikon D80. I try 
and take it with me 
on every trip.' 1 



MUSIC 

"I always have an MP3 
I player on me. You never 
would've heard of 


some of my favorite bands but I'm an avid 
collector of sd-trance music and electronica.’ 


“T % 


it 


GAMES 

W ■ "I've been on the 
road for a couple 


weeks now. but 
. - : * as soon as I get 

home, I'm playing BioShock. No phone, no 
food—I'm not turning on the lights until 
the game is done" 



BOOKS 

"Right now r I'm reading 
J.R.R, Tolkien’s The Children 
of Hurin. That's the last book 
he wrote, end it was edited 
by his son. Just warning you, 
though: It's a good book, 
but it starts very nerdy," 


COMICS 
These days 



m into any- 
aiman. Like 
series. 
Finally had a chance to 
pick up the comics and 
love it—it really is an 
amazing read," 


L 
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a "'Pick a card, any card," Randy Pitchfoird 
™ shuffles and cite the welt-wom deck,. President 
and CEO of Gearbox Software, Pitchford is a 
Renaissance nerd: a programmer, a game designer, a 
war-history buff, and (judging by the atmosphere of 
humming productivity in his successful game studio) 
a crack, manager But his real passion is magic. E pull 
a card fro m the d eck an d s nea k a p eek; the q ueen of 
hearts* Had I been distracted by the I2th-floor view 
of big Texas sky and office towers made of mirrors? 
"Let me guess: I bet it's a card that the ladies love;" 
Pitchford is giddy at his purKh line, something 
dusted off from years of working as a professional 
magician in a Holly wood nig htdu b while paying his 




way through college It's a little cheesy, perhaps, but 
card tricks aren't where Patchcord's true magician 
skills lie- His greatest trick was transforming Gearbox, 
in just a few years; from a small-time maker of Half- 
Life expansions (Opposing Force and Blue Shift) to 
the sole proprietor of a hugely popular World War II 
series, Brothers in Arms. 

"Ail games are a magic trick right?" says Pitchford. 
"We're trying to simulate reality, but it's not real. 
We're trying to put you in a work! that doesn't 



exist, to make you fee Nike you're there. The whole 
thing is a magic trick." Below our feet Pitchford's 
teams of artists, programmers, writers, and 

B ' busy hammering away at two very 
rts of illusion: Brothers (rtArrWS: Hell's 
i sergeant's dogged trek through the 
Germany's last WWII victory, and 
ids, a science-fiction scavenger hunt 
angerous extraterrestrial settlement, 
the next few pages, we ll explore 
inner Workings of Gearbox and their 
mes, pulling back the curtain to 
eveal their sleights of hand without 
spoiling the joy of being duped by a 
great illusion, Because, more than 
anything, Randy Pitchford wants to 
make you believe it's real. > 
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+ Coming down from the high 
of AHl*d victory In Normandy, 
Matt Baker and Company fight 
for their lives In a disintegrating 
offensive, totting a darker- tone 
for BiA: H*!t's Highway, 



GF1 : Lot's: kick it off with a sweeping gunEnalLzation: What is Gearbox 
all about? 

Randy Pitchfcrd: We"re about making games Gearbox is private, so we 
don't have any investors or shareholders, no strings holding us. The guys that 
founded the company and own it include me and a couple of partners, and 
we're all gamemakers. 

GFW; What sets you apart from other studios? 

RP: When we started Gearbox, we wanted to position our company a bit 
differently than the other shops. You see a couple of types out there: One 
is the kind of studio that tends to do work-for-hire. They’re usually owned 
by investors, and their goal is to sign the big new movie license. The other 
kind of shop is like id, Epic, or Valve, where they’re only going to create 
original stuff We’ve go! some original games I ha I we want to make, but 
there’s so much cool stuff in the world. We want to be able to get involved 
with properties that we think ere really neat. Now we're doing Mens. We 
worked on Hoff-Life jthe expansion packs Opposing Force and Blue 5V/tl 


We worked on Halo We've had something to do with (hese big things out 
there, and we don't want that door to be dosed to us, 

Vi : Haw da you ehao se whet kind of licensed games you're 
willing to work on? 

RP‘ The licensed games tend to be about things that we think are really 
coot, not necessarily, "Whel's a movie that's coming oui?” Aliens came 
out a long time ago. but that doesn't change the fact that it's a huge 
fantasy for us to be in that world. 

: Are there other mouse properties you'd like to work on? 

RP: I think there have been a few blurbs about us getting involved with the 
Wear license. You know, it's got Ruben Dt? Niio and Al Pacino—the Michael 
Mann film It's a hardcore heist story A couple years ago. I actually went out 
there and talked to Michael Mann about making a game based on that. I know 
it's been [over] 10 years since the movie tame out, but ihene aren'i many real 
heist stories in videogames. So l talked to those guys, and we worked out a 
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BROTHERS IN ARITlSi 

HELL'S HI6HWAV 

History as a series of explosions? 



Jeramy Cooke pours over a highly 

\ detailed computer model of the human 
/ eye, spinning it in virtual space to 
examine the tiny bulges of veins end 
the way the iris reflects objects on the horizon. 
Cooke is the director of Brother in Arms: Hell's 
Highway, and his attention to detail Seem* to be 
shared by everyone working on the game, due 
out earty next year. Having turned in back-to- 
back successes with Hoad fo Hilt JO and formed in 
Bbod, the Brothers in Arms team wa rots to level 


up its game. This apparently means swe^ing the 
little stuff, 

In tones of anguish, team members point 
out every incomplete object and misbehaving 
feature in this stirlI-unfinished game: "Ignore the 
hands] Those hands aren't final. The pacing is 
off here. Please forget the first 20 seconds. It's a 
train wreck—we don't have audio," They display 
an astonishing leva] of humility considering 
the stellar production values of Hell's Highway. 
interactive World War II has never looked so vivid, 


HIGH-FIDELITY CAMARADERIE 
“I know (the first two games] sold really well 
and they were reviewed really well, hut we 
weren’t satisfied," says Gearbox head Randy 
Pit ch ford, "When Brothers in Arms came out. 
the fidelity of the characters was about as good 
as it got. But we all thought it sucked. We 
were just limited by the hardware. We couldn't 
render facial expression well enough" This 
was a serious issue for a game in which the 
central gameplay hook—the ability to order > 


licensing deal. But we're so busy [that] we haven't been able to start on than, 
and we actually don't even know where the option stands right now 

[Note: This part of the interview was conducted via phone prior to our studio 
visit At this point, we experience technics difficulties* and upon calling Piichfortf 
back, we notice a familiar voice from Half-Life on Gearbox's voicemail system] 

: W: Was that G-Man cm your answering service? 

RP: That's Hal fvoice actor Many S. Robins] — he's actually one of the 
scientists in Half-Life. He plays the character of Kleiner [the headcrab-loving 
eccentric], He's like that in real life, you know. When you cal! him up: Hey 
Hal. we've got some more work for you Just wondering if you have any time 
in Apnl," He's like,, [reasonable Kleiner impersonation! "Welt theoretically, ] 
couEd be available for some acting, if you tan schedule it wilh me- t believe I 
can support that effort." He's totally that guy in real life, 


EaFW: You seem to have your fingers in a lot of pies. You've worked 
on other people's games with Half-life and Hah, made a name for 


Randy Mtchfurd thevrt off hl*. mfcgk in an office that doublet as a gaming 
museum, with every console known to man stuffed and mounted on shelves, 
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yourself with a painstakingly authentic World War ll gam^ Brothers in 
Arms, and now with Borderlands, you Vo doing this sci-fi, Mud Man- 


around a squad of soldiers—carried with it major 
storytelling ramifications. 

'“We wanted to fulfill ihe fantasy of being a 
soldier in a squad," says Pitchford. Tm no soldier, 
but what these guys went through is fascinating. 
Among all that chaos and devastation, this is 
where friends were made and friends were lost," 
For Gearbox BIA is an ensemble dramat a study of 
relationships formed 5 in the crucible of war. "When 
we all got together and worked on the 1 story, we 
realized that the meat of it was the brotherhood 
between soldiers. It came from talking to veterans. 
We asked them. 'What drove you to stick your 
head up and fire your weapon at the enemy 
When you were in the foxhole and there was s“‘ 


flying all around you?' You know what they never 
said? They never said 'dutY'hono^coulrltry. , That 
might have had something to do with it when 
they signed up, but nor# of them wanted to be 
cowards. Non* of them wanted to krt down the 
guy next to them," 


AN OBSESSION 
WITH HISTORY 
You don't expect game 
developers to interview 
war veterans for the sake 
of authenticity, but 
Brothers in Arm pushes 
what is essentially 


THE CRYING GAmE 


Don't t*(J PITA; 
The lives lock you 
conw across irw 


While the visual face-lift in Hell's Highway makes for a more 
convincing warrone, the game s writer Mike Neumann, hopes 
that attention to character detail will help him tell a better story; 
'We're attacking deeper subject matter and trying to emotionally 
involve the player in things that are a lot deeper than what most 
other games would try/ Neumann plays a cut-scene from a later 
moment in the game, one in which (without spoiling too much) 
a recurring character learns that he's been permanently paralyzed 
from injuries sustained in battle. Early on, Gearbox head Randy 
Pitchford wasn't sure about tackling the subject in a game: "When 
Mike was writing the script. I asked him. Are we actually going 
to try to have a character crying in a game and expect that our 
audience isn't going to laugh ?" 1 To make the moment believable, 
the Hell's Highway team focused on the subtle facial details of 
human communication. You can see things in my face when I 
get excited about something," says PrtchfordL “The color changes 
in my skin I get more blood lushing to my head. The amount 
of water in my eyes increases. I might not he crying, but things 
are happening to me physiologically because of my emotions, h 
Watching the scene unfold. Pitchford and Neumann are satisfied 
with their creation. "I can see that it isn't a real actor, says 
Pitchford "He's a CG character, but I don't feel like laughing at 
him, i m starting to actualy believe it 


style open-world game, fa there anything that all of these games share, 
anything that you think is specifically the mark of Gearbox? 

RP: I think one thing they nil share is that the folks here all think they're 
really cool. Jlougfa] Our range is wide, and we really look at each game we 
do very differently. 

GFW: Almost every one of the projects you've worked on has been 
played via first-person perspective. Do you stick with it because it's 
what you know, or is there something specific about first-person that 
you like to work with? 

RP; First-person, basically, is (he videogame virtual reality You are the 
character.... You know, the whole industry—-we all suck. We really do. We re 
in ihe 193Ds of filmmaking, and we're so far from Other) Kane. But I think 
we're going to get there first in first-person, 
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an action game—a tactical shooter out to 
com pete with the likes of Epic's Geors of War - 
into the territory of historical fiction. While 
the vast majority of the audience might rot 
be able to appreciate the difference between 
a meticulously researched historical game and 
a sepia-toned kYW It far Dummies, Gearbox 
seems incapable of approaching the issue from 
a practical, commercial point of view. They're 
driven to get it right partly to satisfy their 
artistic compulsions, and partly to honor the 
real people who lived 1 through the events their 
games reproduce. 


"For me, to get the details right means to 
respect the history and respect the people who 
fought and died there/' says Cooke. The history 
in this project is what makes it special, We could 
reskin some other first-person shooter in aWWII 
theme, but that's rude to the vets—these people 
that gave their lives to defend the free world," 
And so sitting through a Weff's Highway 
presentation feels a bit like sitting through a 
history lecture. Randy Pitchford stands at the dry 
erase board diagramming battle plans, tracing 
out the Allies' aggressive push through Holland 
just after their D-day victory, an operation called 


Market Garden, 'It was the largest airborne 
invasion in history," says Pitchford. "There's 
never been anything that's even come remotely 
close since." Or September 17„ 1944, the 
101st Airborne parachuted into Holland with 
the intention of securing a route for a major 
invasion of Germany, Holland was far enough 
away from the action that war planners 
counted on an easy time for their forces. 
Unfortunately, Germany had several elite 
divisions stationed in the area for training, The 
result was a disaster for the Allied forces and 
Germany's last major victory in the war, > 


GFl : So what, as you see it, are the steps along the way to getting to 
that Citizen Kane of games? 

RP: Obviously, we have a lot to work on with respect to storytelling. Bui the 
big hurdle is lhal videogames started entirely as a skill lest Our roots are 
things like Poe-Man and Spore Invaders, where it is 100 percent a reaction- 
time lest. We still have a lot of game designers that care about skill test's 
and for game players, part of the reason that they pJay is lo overcome 
challenges. But interactive entertainment means a lot more than that today, 
We Ye really getting into a space where our business Is fantasy fulfilment. 
The game designer's hurdle is that games imply challenge, and challenge 
implies work, and work is not a synonym for fun We like beating skill tests, 
and we like using our minds to solve puzzles. But we're also playing for an 
experience, for fantasy fulfill men l. A lot of people ptay Brothers In Arms 
because they're interested in vrhal it would be like to be one of the Band of 
Brothers, to be in Saving Private Ryan, not just to watch il. For a lot of those 
people., if we go too far with the challenge, they're not going to be able to 
get that experience, 


GFW: When we spoke about Brothers, in Arms a while ago, you said 
that you feel obligated—because of its historical nalure and because of 
the people that you're working with on it—to make it challenging. Or. 
if not necessarily challenging, then to make it fee/threatening. 

RP: Feeling challenging and feeling threatening are a bit different than 
losmg. It's not necessanlya guarantee- that every pfayer has to lose in order 
for them to Ieel like a game is a challenge. 

Resident Evil 4 did cxaclly what you're saying: Et seems more 
difficult than it actually is. The whole way through, you're feeling 

"OUR 80 HURDLE IS THAT 
VDEOGAITIES STARTED 
AS A SHILL TEST." 

-RANDY PITCHROPQ PRESIDENT /CEO GEARBOX 
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WHEN PLANNING 
AROUND THE 
ENEITIV DOESN'T 
SUIT YOU. YOU CAN 
NOW CALL IN YOUR 
BAZQOHA TEA IT 


Leave it It) Randy Pitchford to come up with a historically plausible excuse 
to load up Brothers in Arms' lead Matt Baker with enough explosive force 
to take down A building, "tinker'i been moved to a recon un.iL which if 




tense and anxious, hut when you go back and count the number of 
times you died and restarted, it's definitely not as bad as previous 
games In the series, 

FtP: I agree that they've definitely made thai game more accessible and 
less challenging without making Ft less intense But even there, you still get 
killed You could imagine a dream game being such that you almost die, 
but don’t You feel always on ihe edge. 




HAUNTED BV THE FAST 
This setting establishes a darker mood for the 
entire game. Sergeant Matthew Baker, the player 
character from Road to Hit! 30, returns in Hdt's 
' Highway worse for wear. 

"Imagine having to put your best friend in 
harm's way, pretty much knowing that what 
■ yo u 1 re asking him to do means he's goi ng to get 
killed," says Pitchford. "I don't know, m^ybe I 
could do it, maybe I couldn't, but I've never been 
tested like that. These men were, and it starts to 
affect Baker. He's haunted by the memory of his 
dead soldiers." Literally. In a quick scene triggered 
inside a Dutch cathedral between battles Baker 


spots a pair of thick-framed glasses and slips into 
a hailed nation. Pfc. Leggett, a key character killed 
in the first game, seems to speak to him from the 
grave. "So there’s this question," s^s Pitchford, 
"Can Baker deal with the burden of being a squad 
leader, or is he going to Snap?* 

New characters brighten up the mood; Frankie, 
an underage and overeager private, clamors for 
respect but he mostly takes from his older 
squad mates Jasper, the comic relief, names his 
trusty bazooka "Stella" and talks to it as if it were 
his girlfriend, Jasper also represents the jacked- 
up destructive power of Baker's squad in Hcli's 
Highway. When flanking around the enemy 


doesn't suit you, you can now call in your bazooka 
team to obliterate the opposition's cover. The 
game, far from the small-arms-and -rifles focus 
of the original now reaches ecstatic levels of 
destruction: Machine guns gnaw through wooden 
fences; the slow-mot ion camera kicks in when 
mu htipl L- enem ies get caught in you r gren ad e 
blasts, smoke and dirt Hying in your face. Qn the 
receiving end, you can now tdke cover realistically, 
digging in behind sandbags or walls in third- 
person view. Though the te^n still frets over the 
tiniest of details, Pitchford isn't hedging his bets; 
"There's no doubt in my mind that Helts Highway 
Is the greatest thing we've created." 


attached at the headquarters levd. and at the headquarters level they 


GFW: We re talking about the idea of challenging players with tests; 
of skill, hut what about challenging players with new experiences? 

RP; One decision when you're creating something from scratch is how 
anginal are you really going lo be? Where are you going to lake cues? 
Where are you going lo do something that's never been done before? The 
further we get from familiarity, (he more we risk not having an audience 
But the closer we are lo familiarity, the more we risk not interesting an 
audience, because someone's already been (here before. You have to ride 
that line with every decision you make. 


have better assets bazooka teems, machine-gun crew, bigger weapons 
that can do more damage * It s totally not about watching Nazis get 
blown apart by giant explosions in slow- mo As for the methodical 
tactics-based engagements of the first two games, Pitchford says that 
these new, more powerful toys wont meat-head things up: '"It does make 
us feel more powerful, but it also gives us different tactical implications, 
more decisions, more options that we can use to deal with the situation/ 
Option No. 1. Blow them to kingdom come. 
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FROm WWII TO PLANET PANDORA 


Satisfy your gun lust in the wastelands of Pandora 


for a studio so thoroughly obsessed with the historical particulars of World War If,, Gearbox's move 
toward sci-fi in Borderlands might seem odd, According to Randy Pitchford, however, their research 
skills still come in handy: "All of our wildlife and foliage are based on real-world examples—things 
from prehistory or things that currently exist. |Note the distinctly Jurassic appearance of the species 
in the screenshots on the following pages—Ed,] We do a lot of research into unusual Symbiotic 
relationships, unusual bugs and insects, deep-sea creatures, all the realty strange things that exist 
on this planet and we transport them to Pandora." But sometimes truth is too strange for fiction. 
"Some of these things nobody's going to believe. There are caterpillars that, in order to keep 
birds from smelling their waste, will fling their poop several feet away,* Earth's ecology inspired 
Borderland? version of the exploding barrel: a cesium-filled cactus. "It was based on a kind of plant 
that will actually pop in order to get their spores flying through the eat. So we thought ‘What if 
they popped just a little more dramatically?'" 


"I guess I II just put it out 
there," says Gearbox chief 
Randy Pitchford: -There are 
over half a miJIion different 
guns in Borderlands." 

Humans are often driven to 
ridiculous extremes. We take 


a practical notion—the need for a good weapon 
on a planet filled with hostile alien wildlife, 
say—and stretch it to the ends of reason. Half 
a million guns in a videogame,,- A quarter- 
million just wouldn't cut it? -You Can think of 
every gun in every shooter that's come out 
over the last three years, and all the guns in all 


the shooters tliat are going to come out over 
the next two years, and Borderlands has more," 
Pitchford corrinues. It has two orders of 
magnitude more." While a hardcore player may 
never see more than a fifth o- those guns, the 
gargantuan figure is emblematic of Gearbox's 
ambitions for Borderlands. scheduled for > 




SFW; Do you think Borderlands is a risk for you in lhal respect? 
Where on that spectrum of novelty and familiarity does it land? 

RP: Borderlands is a huge rick. I tend to think about a game in terms of 
story, style, and design And story isn't plot It's the who, where, when, 
and why Style is about look and feel, audio direction and art direction. 
Design is What kind of game is it? What buttons do I press, and what 
feedback am I gening? How am I interfering with this world or (his 
experience? if you break down flrorfrerc: in Arms, we invented a lot in 
design with the squad garrieplay. but we look almost zero risks in terms 
of style. Our style was guided by the history and prior media. We said, 
OK, we want to look as much as possible like a WWII film. For story, we 
lifted that from- history. We know those stories, and we know that people 
love them, sc it wasn't very risky. With Borderlands, we're taking risks on 
all three fronts, but there are influences. It's a first-person shooter, and it 
brings in some of the motivations we have when we pfay Diablo: I want 
to get a belter gun. I'm always interested in the new weapon, like I was 
when I was playing Dii'oiJb The story is total science fiction, and certainly 


there are influences, everything from Mad Mux to Firefly —a little 
Indiana Jones for good measure. As for style, the art direction wants to 
be a plausible and realistic world, but it's also got some invention in the 
way things look, There's a huge amount of invention in the creatures 
that live on the planet of Pandora in Borderlands. That's a place for us to 
invent, but it's also risky because we're not sure what people will think 
of the stuff we invent 

GFW: Is it creatively limiting to think about games in terms of what's 
come before? 

RPr The reality of business is if there's a market, you’ne more likely to have a 
customer than if there isn't. I'm not saying it's a good thing to follow people 
and to copy, but Brothers in Arms is a game that we wanted to make for a 
long time, and it wasn't until j20G2'l Medal of Concur] Allied Assault that we 
felt confident that we could actually be successful doing A. That's when we 
started thinking about the game and planning it. I wouldn't have done it if 
there wasn't a market there It would have been too risky, There are so many 
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games that we can make, end there are sc many things 


that we could do. i want to do things that are going to be relevant, 
If I'm an entertainer, then my metric for success is: How many 
people did we reach and what did they think of it ? 


*Thlj waiting fortreu 
play* host to th« 
pterodactyl-like Hakk, 



GFW; Going back lo the iheme of challenging your 
audience, do you think that, by returning to the ever-popular 
sci-fi and war themes, you're not adequately challenging 
the audience on that level? 

RPr Well, what we're offering is fantasy fulfillment, to both ourselves 
and other game players like us. So it's less about trying to say, "Here's a 
■world you never though! of. Are you interested in spending Eime here?” 
Whal we're saying is. 'Here'S 3 world that should be somewhat familiar 
lo you. a world that you already enjoy Here'S an interactive fantasy 
where you can be part of that, not just watch it or read about it, but 
play it." That's what videogames offer us So in that case. no. Our goal is 
fantasy fulfillment, 


6FW: Whcts-E fantasy? Who do you imagine your audience lo be? 

PP: Well, they're different, There are several different customers who are 
interested in Brothers in Arms : There are the subject-matter enthusiasls- 
and I’m one of them—who are fascinated by WWII There are the first- 
person shooter customers who are attracted to the differences between 
Brothers in Arms and some of the more linear game experiences. And 
then there are all kinds of other people: guys who are interested in 
storytelling games: guys who are looking for the nest big triple-A game, 
whatever it is. There are plenty of guys that are subject-matter agnostic. 
1 love the WWII subject, and l could probably teach a class on war 
history, but I'm happy going from real soldier in World War II to space 
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release in 200&, It's a sci-fi swing for the fences 
from a studio known for its World War II fare, 
the Brothers id Arms series. 

The game unfolds or rough-and-tumblfc planed 
Pandora a galactic Wild West for humans willing 
to risk life and limb in the pursuit of quick riches. 
It's not a nice plate- Bandits, having broken he? 
from established human settlements, plunder 
and terrorize the "civilized" population. A variety 
of aggressive native spuacies seem eager to 
kick the invaders out of thdr food chain, And 
discoveries of advanced alien tech caches have 
driven Pandora's explorers into a frenzy of greed, 
3 futuristic California Gold Rush. Playing as one 
of three characters—the sneaky sniper Word cent 


the hell-raising tough guy Roland, or the p|i?n 
tech-enhanced Lilith, you seek out this wealth in 
an open world. Piesumably, you find a few guns 
along the way, 


of IMew Raven, Here, the pop-culture worlds of 
sci-fi and Western collide to form a future both 
neon-lit and dusty, digital and mechanical. 
Mordecai visits the heal gunsmith for a new 
piece, a shotgun with LED accents, and heads 
out to his garage to select a ride. There, he 
joins forces With a fellow Bordurfanth- team 
member to demonstrate the game's already 
functioning cooperative play. "One week after 
we started working on this project we were co¬ 
op," says Pitchford, J, We r ve been co-op every 
day ever since." The game supports up to fou r 
players in a party, each able to come and go in 
a friend's game as they please, taking any items 
or progress made with them. -■ 


DEATH IN THE DESERT 

"Bprdrrlandl is a first-person diouter." 

Pitchford and company swear again and 
again, a simplification meant to keep twitchy 
hooter bins from tuning out at the mention of 
complexity, As Matthew Armstrong, the game's 
director, takes control of Mordecai. however, 
he finds himself in ri classic role-pfaying game 
situation: shopping for goods in the safe zone 
1 a town, in this case the Pandora settlement 


HERE. THE POP-CULTURE 
WORLDS OF SCI-FI AND 
WESTERN COLLIDE. 


marine saving the world from aliens. I'm interested in big fantasies and solid 
gameplay, I'm interested in high-quality crafted entertainment experiences, 

SI : Where did you pick up your interest in WWII? 

RP: I'm the first guy in my family from about as far back as we 
can trace who hasn't been In the military. My grandfather retired a 
lieutenant colon?!, and he fought in WWH Fuer since I was a kid. I'd 
hear the stories and watch all the movies I've always been fascinated by 
it. And my fascination was probably a little deeper than most people's, 
to the point where IVe read a lot of books on my own. I'm reading 
Audie Murphy's book jTo Heil and 5nck| right now. He was the most 
decorated soldier in the U.S. Army's history, and he fought in WWII. 

GFW; How did you translate that love of history into a fir&h 
person shooter? 

RP: I was reading books I was watching war films, both the good 
ones and the bad ones, and I loved them, So, as an adult making 


videogam.es, it gol lo a paint where it was clear there was a markei 
|for WWH games| and that l could have the opportunity to get in deep 
And instead of making what fundamentally amounted to a Quake- 
slyle game wrapped in WWII textures. I wanted to go in and cover 
something that actually happened 

EaFW: And so the Brothers in Arms obsession with historical 
detail began,.., 

RP: If I'm making a film and I care about the craft of filmmaking, am I 
just going to make up a bunch of stuff and pretend my actors can talk 
like soldiers, or am I going to figure out what it's really like and use the 
medium to get in there and become one of these guys? We took that 
approach with the game. 

W: What do you ihink accounts for that change in the trajectory of 
your family, from this military legacy to you becoming, of all things, a 
videogame designer? 
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THE CHANGING 
WORLD OF 
BORDERLANDS 


Pandora, Borderlands' planetary Wild 
West, is “pretty damn hyge.“ according to 
the game’s director, Matthew Armstrong, 
but it's not a mess of randomized sand 
dunes and rocks. Every area is crafted and 
permanent Anything living in the world, 
however, can move around the map in 
surprising ways, "We know where the mud 
coast is," says Armstrong. 'We know what 
the world is shaped like., but where the 
Skaggs happen to be at any given time, 
or where every bunker is—that's up for 
grabs. 1 ' So setting out into salt flats—with 
or without a mission—will provide plenty 
of opportunities for grabbing loot. 

“Every time you play, things are moving. 
says Armstrong, "The world is alive, so 
things will be different every time." 


Hie Gearbox duo hops into a dune buggy, industrial debris, the duo set out on foot, more and more powerful, and reaching a 

what the game calls a Runner, decked out with playing cat and mouse with scare* of whip- point where you can dominate something that 

a racket launcher and a drlver's-side machine smart A.I. opponents. When a nearby bandit might have been a problem earlier on. That 

gun, because there can never be too many guns falls, dropping an unusual-looking weapon on feels really good." 

fn Borderlands, flouncing through sand dunes in the ground, we get a lesson on the true nature Before the shooter jocks give in to visions of 

the desert outside town, the crew finds itself in of Borderlands'. It’s not a first-person shooter elaborate menus and statistical comparisons, 

a fight Bandits, in a death-mobile of their own. or an RPG. It's a shopping adventure. 'We consider the simplicity of Borderlands: 

come over the horizon, Team Gearbox jockeys for wanted to motivate players like a good game Armstrong approaches the bandit's weapon 

position, taking small arms fire before landing a of Diablo jdoes:,' says Pitch ford. "When I play and, at b keystroke, equips it. "Th ait's a 

rocket on the bandit buggy, which explodes with that game, I can't stop because I want to find shorter-barreled machine gun, sc it's less 

a satisfactory pop, like a bug squashed underfoot. that better weapon.” Thus the half-million accurate," says Armstrong, “I can tell just 

guns, With so many variations, Pitchford by looking at the thing.” The design of the 

' ADVENTURES ON PLANET SHO hopes to tap into the player's lust for gear weapons in the game is such that players 

Approaching the bandit stronghold, a mining and game world power, "It's about the whole should be ahle to intuitively understand the 

facility surrounded by rusty pipes and feedback loop of collecting things, getting basic properties—power, accuracy, rate of > 



BPt I don'l know.... My father was in the intelligence community in, the 
military, and he's a geek I actually don't know a lot about my father’s 
involvement. He was in Vietnam, but he wasn't a combatant. E think 
he built computers and communications devices to help the agents 
communicate. At home, we always had- I'm talking in the early to mid- 
7Ds—we had computers in our house. Before the Apple existed he built 
a machine. One of the machines he had given me. he wrote the BIOS, 
and the box itself was wood that he'd cut and laid in our garage. He 
made the circuit board himself and soldered ail the integrated circuits 
onto the damned thing. Et had like4K of RAM. and I was able to write 
in BASIC 

GFW: So your inner nerd blossomed early? 

RP; I just totally gol Ihe bug [and] started programming when l was 
really young. We had an Atari C-3B0, which was like a Pong machine, 
circa 1376. It didn't have a cartridge slot, just seven preprogrammed 
games in if. I'd play that thing, and then I'd mess around with one of 


these computers and try to imitate what I was seeing So I've always 
been exposed to technology, and it just became a big part of my life. 
And as l was growing up I did shows and school plays. I was on the 
speech and debale teams in high school for four years, and I always 
liked getting in front of people and entertaining This combination of 
technology and entertainment just fit for me. 

GFt How did your family read to your career? 

RP^ Oh, it was tough at first. When 1 graduated from high school, I was 
going to go to Harvard, and I basically freaked out and said no. 

1TT1 THE FIRST SUV IN 

mM FAmiLR who hasn't 

BEEN IN THE miLlTARF." 

-RANDM PITCHFORD 
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hre—simply by looking at it. ( didn't want to 
have SOG.QOO guns, where you just spent the 
whole day looking at stats," says Armstrong. 

It's a fast-paced action game, so you have to 
be able to make those decisions on the fly." 


A PEEK AT THE PLAYGROUND 
Mordecai spawns in a texturde&s room 
surrounded by blue doors. The space isn't 
part of the world of Borderlands, rather, it's a 
testing ground for game mechanics, Beyond 
one blue door, Armstrong triggers a “skeet 
shooting" demonstration. Waves of rag-doll 
enemy characters shoot from the ground as if 
fired by cannons. Mordecat picks them off one 


by one. 'Let's try another gun." Armstrong hits 
a key, and weapons stream from the center of 
the screen like water from a fire hose Pistols, 
shotguns, rocket launchers, and all their half- 
breed children cover every available surface in 
a thick layer of metal. He spots a snub-nosed 
revolver that looks promising: "This is a nice 
gun. If ft had a scope. I'd be happy," 

Walking out into an empty patch of 
desert, he approaches a large watery bubble. 
It's a test sample of one of Lilith's special 
powers: time distortion. "In most games, 
when people do time effects, they're just 
slowing down the speed of the game," says 
Armstrong, "Because we're co-op, we don't 


want everyone in your party flowing dowrtl 
because one of the characters does. We 
wanted something localized, which is pretty 
damn tricky." He takes a few shots at the 
bubble and watches as the rounds slow to 
a crawl in the distorted field. "Let's say you 
have a big burly creature coming at you," 
says Pitehford, "She can create a bubble 
around it, and everyone car gather round 
and mess it up. Or if somebody's shooting 
at her, she can put a bubble in front of her 
so that she can Matrix out of the way," it's a 
highly original idea, an indication that what 
Gearbox has shown is just a taste of what 
Borderlands might become. 


That Pandora's 
version of cattle, 
Skagg*. come equipped 
with spike armor 
should have lipped off 
• planet's settlers. 


I went to community college for three years and just lived an my parents' 
house. I wasn't sure what 1 wanted to do. but I was sure that I didn't 
want to become a lawyer or a doctor. When I started taking classes at 
UCLA. 1 was going to go down the law path, but my wife, who was my 
girlfriend ai the time, helped me realize what 
I actually cared about. She helped me turn 
my hobbies and my passions into a career. At 
first, though, l think that was a big problem 
for everybody. Imagine your kid tells you: 

Tm gonna be a rock star!" Then imagine: "I'm 
gonna make videogames!" At least you've 
heard of some rock stars that have made 
money. Videogames back then, it was like, 
"What are you talking about?" 

Robert Ashley and Shpwn Elliott 


Sin mor-i kthk at 
GFW12.lUP.cenc 
end listen to GfW 
tffltor* gab about 
the game on mr 
weekly podcast. GFW 
findio. available at 
podatbJUPxonL 
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THIS mONTH IN REVIEWS... 


D As we dose the door on. the first year of GFW's publi¬ 
cation. I figure it might be fun [in a really nerdy sort o! 
way) to do a bit of statistical analysis on our reviews to date 
We dlo enough preaching (bn our weakly podcast and on this 
page's score breakdown every month) about what our' scores 
mean and what the definition of 'average' is. So. let’s look at 
how our first year's numbers break down shall we? 

Up to and including the stuff covered in this issue, we've 
published Scored reviews of 133- games Of those. 20 of 
them- -approximately 15 percent—’received Editors' Choice 
awards (that is. a score of 9 or higher). Our most prevalent 
score is 7 (f'm tumping (he odd 7.Ss in here. too), with 25 


such scores handed out...bafely skating by the runner-up 
score. 6 (with 21 games claiming this number). In terms 
of broad definitions, our 5-6.5 'Average’ range again jbsf 
loses out (45 games) to our 7-8.5 'Good' range (48 games). 
Ultimately, our mathematical average score for the year is 6.5 
out of 10. 

ft's worth noting that we don't review ever/tfwng. either—a 
lot of the obvious vat scrapings gel chucked 1 %t> we can devote 
pages toward worthier pursuits, otherwise I'd expect these 
numbers to be very different (i.e.. lower). Do we love every¬ 
thing too much? Hate everything too much? Let us know at 
qfwleHers@ziffdavis com . * R?yan Scott, Reviews Editor 
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Fortmi 2. iVff ? 

Current Fares: Jem fortmi 2 
IUP.com Blag: GFtVRyan.liJP.tom 


MATTHEW 1AKEY 

STAFF REVIEWfH 

MuLE's been u LmtLhsin und punuliL n die 
flumes buu ness tar yea is, urn: hesliB lias to 
convince people fisa r?at job 
Current F*ue: BtaSkxK l TA l K f ft 
1 UP,rum Blag; mSdJtfylUP.-CtWri 


Guild Wars: 
Eye of the 
North 

North Is the 
new sout h. 


MATTHEW CHASE 

STAFF REVJEWfR 

I l.il'.liew misses the armpBe npponunhies to 
slay topless rafeplajtttt duiiisfl ihe goon old 
lisys of OVri.™ Onf/te Ftidiee be t|iiiel. 
Cwrert fares: Guild War s. Gl> af tfiti/st 
1 UR.cnm Blag: rurrifexlUP.uiFn 


GDRD GOBLE 

STAFF RFVjSWifi 

Cord s evfcymie's hero Ihis month, toving 
ttvtewed no less than lour raring games for 
he and aster magazine fGM. 

Current Frees: flice 07: The WTCC Game 
1 UP.fEsm Blog: -gord li dm 1U Ream 


ERIC NEIGhER 

STAFF REVIEWFR 

Fric ivas oikp banned Irgrn, a Cc>h.'Xe.r-$t!.i>ie 
tournament for being 'too wry for his Kfvl-r' 
HrsdaJI v*chi uitynuy. 

Current fwes: AryUmg tlul Isn't Hah 3 
lUP.com Blag; TheFiimfrarnSaute.lljFcCin 


SCORE KEY 

tjfbVuseS s 10-pbirt scoring scalp to 
inform you, at a glance, whether or not a 
game is worth your hard-earned money. 
We strirtty ■enforce a score of 5 as the me- 
diai% meaning that any game receiving a 
score of 6+ is certainly worth playing—at 
least to some extent. Here's how the nuin- 
ber$ break down: 


Editors' 
Choice award 

Any g ante scad mj i 
9 or higher receives a 
GFW Editm" Choiia 
uiw*rcf, signifying 
the very bust in 
PC gaming. 


9-10t iKcvIkrnt 

Genre benchmarks—universally recommended 

7 -S.fc&rod 

Enjoyable rhraughaut with minor flaws 

5 - 6 , 5 ; Average 

Status quo Only genre enthusiasts need appty 

14Jk Bad 

Significant bugs a r fu nda mpnlat design issues. 

0 - 2 . 5 : Terrible 

Neve r should have been made 


CFW.HjOCUfn* Bb 































FI Reviews learn Fortress 2 



^rtfl 


CL I'm ALT TABBING 
To BACH IN THE 
0° SECOND I FINISH 
THIS SENTENCE. 



THE ORANGE BOX 

Team Fortress 2 Hatf^ Life 2: Episode Two, and 
Portoi are available individually over Steam— 
or as part of the retail The Orange Box pack¬ 
age, which also packs in copies of Haff-Ltfe 2 
and Episode One For the download-adverse, 
k the latter's a steal at a mere £50, 
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TEAm FORTRESS E 

Class act 
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REVIEW 


Grenade-free Tfenm Fortress? Ain't 
that a teatlcss Hols lain (as the red-vs.- 
blue FPS's hayseed Engineer would 
word i|)7 A mfresher j n two shakes 
for ihe rusty: Each and every class in 
199 9's Teem Fortress Classic packed 
pineapples and—Sniper excluded—a 
second, role-specific bomb. The latter 
individualized kits and gave the game a fingerprint 
identifiable in any suspect pool: ultramobrlity on 
maps blueprinted toad as both runway and launch¬ 
ing pad. To blow the lid on my bias, this is mostly a 
Scout- and Medic's-eye view, But then these 'were 
"my' classes. If you- played, you had yours, too, 
because just like an arcade fighting game— Street 
Ftghter j), T&Hen, whatever—that's how it worked, 
IMme years (as '/she managing director Gabe Newell 
reminds us in Team Forti ess 2‘s rich commentary 
mode] is a whole heti of a lol of lime (o wear one 
pair of sneakers. Wo replacement's a comfier fit no 
matter how much nicer it is. 

Although sin officially published Mow-up to 
the original Querke total-conversion mod called 
Teem Fortress, Classic too was foremost the work of 
modmakers, Ihe product of ubercone gamers writ¬ 
ing code in a time at odds with today's trendy all- 
inclusrvenest Then, privileging hand-eye Olympians 
was a target to shoot for: with today's megabudgete 
and need to break even by appealing to wider 
audiences, it's a taboo. So while TF2 doesn't demol¬ 
ish entry barriers, it absolutely insialls I ess-distant 
paths. Wow. for instance, the Medic asks that you 
smoosh a button sweep a first-aid hose in a buddy's 
vicinity, and not much mom. In addition a new 'crib 
ical hit’ feature multiplies attack damage at random, 
iil times equalizing long odds. You read that right 
critical hiis—whal dungeon raiders and dragon 
stayers roil. Mo, these are definitely not my shoes. Or 
so I thought Forty-hours experienced at the time of 
writing, I no longer knowwhal I did without 'em 




FORTRESS FOREVER 



■Spy Cvrium« show up os lv«t-l*af papir 
masks to allies. To opponents. lliey'r* 
EndUtl rtgutshitbift f rom th* r*»l 4 0*1. 


Even in the supreme skepticism pf that reactionary 
day one—not knee-jerk, just genuinely alert—I 
loved, loved 7F2‘s cosmetic makeover. "Cartoon 
come to life" isn't compliment enough. Some car¬ 
toons are better animated, more distinctively styl¬ 
ized than others—and by analogy, this is among 
ihe best. The game's piss-end vinegar crew snarls, 
winces bellow's, and sneers. Emm the Road Runner 
Scout to the Wile E. Coyote Engineer they back¬ 
pedal and leap with human momentum, and their 
absurd flag quests ard wail-to-wall bases be come a 
kind of Cold War Merrie Melodies. (To best appreci¬ 
ate the achievement here, think of the last online 
FPS of Tfs nature to visually justify its barbarians 
in gang-colored clothing with anything other than 
"outer-space blood sport: I'm drawing a big fat 
blank. £AtfdhwrUP intruded.) 




* If Counter-Strike and Day of Defeat (Valve's 
4lh*r nnlinis TPScij ar* *ny Indication, mors 
Tn»fir Fortress 2 mapiare on the way. 


Before day one, I understood Ihe wisdom in nixing 
frag grenades. Throw em when you're near death, 
throw 'em anywhere anyone's likely to be—lhey 
were always the stuft cf wasteful carpet bombing 
as often as they we-ne tactical aids Bui by day three 
or four, even caltrops and concussion, nail, and 
electromagnetic-pulse grenades no longer seemed 
as necessary, five's rebalancing and outright 
revamping of key classes works: each actor in TF2‘s 
cast of nine owns his role with less overlap than ever 
The football like match flow is intact, too- Heavy 
Weapons Guys and Soldiers wrestle at congested 
lines of scrimmage: now and then Scouts and Spies 
slither through for Hail Marys (expressive in-game 
Iannis substitute for high steps). And the metaphor 
stretches further- ITVs maps are tailor made for CTF, 
Control Point or Attack and Defend modes. In other 
words, no baseball on line gridiron, no fool ball on 
the diamond (see Call of Duty, Hofo), 

1 can't hold truck with critical hits yet but honest 
lo god. I'm Alt-Tabbing back in the second I finish 
this sentence * Shawn Elliott 


VERDICT 

gxio 

D Compulsively playable; 
world-da«4 art direction, 

□ Too few maps (although 
mare are an t!h e way. gratis). 

yjgggl 
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n Reviews ' Half-Life 2 : Episode Two 



O EPISODE TWO WADS A 
Md FINGER AT FPSES WITH 
0° PAC-FJ1AN rrCNTAUT'r 


a ipJS4de Twe in rite-i *11 informs lion or^nluDy And in- 
game, maps Included* 
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Half-Life 2: Episode Two \ Reviews tt 




The requisite playtime for our reviews of 
Half-Life 2: Episode Two and Portal took place 
at Vahre Software's Seattle WA-based head¬ 
quarters over a period of three consecutive 
days. Valve representatives sequestered our 
reviewer in an office, obligingly honoring 
requests for no disturbances, as he played 
both games—in their entirely—on a typical 
PC custom-built to our very specific requests 
We imagine most readers don't give a hoot 
about such circumstances, but we re laying it 
out here in the interest of full disclosure. 


* Enemy mine: Half-Life 2t Episode Two exuvaler 
an anlllaA larder. 


Whether in magazines or on mes¬ 
sage boards, "cinematic" is ihe game 
critics' weasel word. Sometimes we 
say it when we aren't sure what we 
want to say Usually. I understand it to 
mean specific moments when games 
aren't gamelike—when they stop 
showing so to speak, and start telling, 
and when actors, kirn into audience Why the word 
isn't pejorative when used this way probably involves 
movie envy and mistaken goose-and-gander 
^sumptions about standard practice in one medium 
suiting the next Nonetheless videogames learn lots 
from other media, and by imitating the eveiyday 
function of film techniques instead of their enact 
form. Half-life 2. Episode two becomes movielike. 
but isn' t a game that wants to be what It's not. 

"Episodic’ is a punchline loan inside;oke. mean¬ 
ing! J in that it pertains to Valve's ability to produce 
senes segments at annual intervals rather than the 
periods of five cw more years between its proper 
sequels. And Hoff-Life2 episodes aren't as long as 
retail games, give them that. The original analogy 
between short serial games and familiar formats 
invoked TV seasons iri all the ways you'd expect 
That comparison, too, is as apt as it isn't because 
games—with [heir obligation to deliver playtime in 
double-digit hours—already resemble Lost's sleepiest 
midseason weeks. In that respect, Valves Iftree-parter 
is akin to feat ere films where the question is "So can 
we sacrifice that to the cutting room?" and not How 
can we stretch this with the season finale so far off?" 

FLUFF-FREE 

Tiller-tree to an even greater extent than One, 

Episode Two wags a finger at FPSes with Pac-Mon 
mentality—the maze and its color changes, bat the 
"dot eating" doesn't—at backtracking and at levels 
revealingly named "Once more, with feeling" (see: 
Halo ^7 I’ll address the exception now: Early on. one 
overly long tussle iterates on the HL2 sequence that 
pit players and automated turrets againsi cliarging 
Combine in Nova Prospekt prison. Here, first-timers 
will see the challenge intensify in itsy-bitsy incre¬ 
ments. I saw through it. That's it, though. Each and 
every 20 minutes thereafter, tone and tension vary, 
simmering and belling and smoldering again across 
linked story beats very much like these to a moire. 

Supersized physical puzzles—seesaw a broken and 
teetering bridge span so that you can boost your 
car up and over a chasm—give way to scenes from 
the zombie apocalypse, which grade into the laugh- 


ouMoud dialogue of grunts debating who's had 
the harder time- those in Gly 17 or its White Forest 
fringe. Episode Two’s transitions dovetail invisibly. 
They embarrass FPSes that bounce players between 
firelights jury-rigged with the duct tape arvd bail¬ 
ing w re of rude cut-scenes As a result, water cooler 
chitchat orbits moments not missions, reference any 
Scene and, as with movies, people recognize both it 
and its place in the bigger picture 
"Yeah you improvise a human trebuchel from 
a grenade arid an iron, grate?" Char marks subtly 
suggest the solution to a brainteaser that other 
studios wouldn't dare ship without the confidence 
of an explanatory device 'Antiion soldiers and add- 
vomiting workers fight zombies who also fight you 
and tha VortigauntT Valve frees Half-Life's swelling 
menagerie in unruly three-way chicken fights, "I 
swear Alyx winked at me when I tooked over Later 
her dad. Elr Wance, kidded us about Ihe world's baby 
deficit before the self-important Dr MegnuSson 
stormed in." Because characters develop gradually, 
the problem i sn't our i nd i ffene ix e to t he c asL ..but 
rather the risk that we'll expect to learn more about 
every incidental figure, such as Mag's charming lab- 
coated alien acolyte, m future episodes. 

I've selected these ex am pies at near-random to 
avoid spoiling truly standout showpieces. Episode 
Two's entire five-hour experience-vivid, emotion 
ally engaging, and virtually unsurpassed—is full of 
them * Shawn Elliott 


HALF-LIFE 2: 

EPISODE TWO 

Magnificent 
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EDITOR’S NOTE 


VERDICT 

q Q \io 

C3 ExhElarallng pacing; (hor- 
oiighly enjay^bk- 


□ Ad rvglc overly tong act! on 
loading pau&es. 
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REVIEW 


Theflislhgrn commercial child 

of game design-school grads (and 
obvious beneficiary of Valve's god 
fathering), Aorta/ was lo be a unlue- 
added bonus, a puzzle anthology 
played from first-person perspective 
with the assistance of a gimmick 
too good to neglect—though per¬ 
haps impossible to integrate in games like, well, 
Hatf-Ufe2, The Aperture Science Handheld Portal 
Device, an Acme-style doohickey and sister to the 
Zero-Point Energy Field Manipulator, generates 
wormhole*. Left-clicking produce* an entryway, 
right-dicking provides an exit, which means 
that anywhere in sight is also within reach. And 
provided the peg fils the hole, anything passes 
through—a description of level-design perdition 
(since developers want neither us nor items in their 
world* ending up where they never intended} thal 
accounts forPormfs sparsely populated, antiseptic 
spaces. And that's fine, since nobody expects story 
from a spatial- reasoning exam Only Portal does 
tell a tale—and this is its departure point. 

“Who are we, and why are we here in tills white 
walled labyrinth?' At the outset, it isn't important 
The Aperture gadget, dazzlmgly different, distracts 
all attention, as does the fuzzy female voice that 
goads us on Carry crates here, warp there—we 
do as we re told until Ihe task* turn lethal and 
"she" sounds more and more like 2001. A Space 
Odysse/i amok main Frame At this point one 
of many moving platforms malfunctions. What's 
behind its sanitized surface hints at the rabbit 
hole's true dimensions, 

OPERANT CONDITIONING 

The more intricate the rat maze, the more neces¬ 
sary the reward—pad of Ftutofs sinister genius lies 
in the cheese-crumb trail it leaves. Puzzle solving 
is an end in itself and the game's Skinner boxes 
(note that, like the computer intelligence pulling 



O NOBODY 

Lb expects 

0 0 STORY FROm 

A SPATIAL- 
REASONING EXAITI 

our strings. Valve remotely tracks player progress, 
indirectly seeing what stumps us} are supremely 
entertaining to crack in on-again-off again ses¬ 
sions. With the help of a narrative nicely tied lo 
that of Half-Life 2: Episode Two r however, 'now and 
again" becomes “nonstop, three-to-four-hour play- 
through'' (bui that'* between you and Valve 

Easy to spoil, the plot is a I so archly comic Know 
that automated sentries, there to eviscerate test 
subjects who fail lo upend I hem with portal 
impnov, whisper sweet and oddly pitched "Marco’s 
to our suspicious “PDfo"s. Know that the game's 
PMSing HAL 9000 provides u* with a Valentine's 
heart-tagged crate and calls it a ‘companion 
cube: Know that it orders players to incinerate the 
thing once we've used it to depress switch pi ales 
(a pun on the infamous 1960s Mifgram social- 
psych experiment that showed people's readiness 
to perform acts that conflict with their personal 
conscience, provided an authority figure instructs 
it). Know that Portal alongside Episode Two, proves 
the creative viability of games lhai are neither low- 
rent/casual/arcade nor costly all-or-nothing wagers 
in the monolithic triple A market. But above all. 
know that we're being f***ed with in the best 
way. • Shawn Elliott 


VERDICT 

Q\10 

EXCELLENT 

Q Puzzles and pint harmo¬ 
nize perfectly. 

□ Devious puzzles might 
stymie some players. 




* Purlai Includes several time-challenge puzzles 
distinct from (he story proper 
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With the iWear VR920 


For the first time ever, here's the virtual reality experience you crave. With iWear VR92Cfs breakthrough 
technology, you enter, explore and communicate within amazing 3D environments including 
World of Warcraft-, Second Life*, and Microsoft ■' Flight Simulator X.The lightweight Video Eyewear 
simulates a 62"screen at 9 feet and features full stereoscopic 3D, integrated head tracking, a built-in 
microphone and removable speakers. Go ahead - jack in and feed your head! 

For detailed specs and to purchase the iWear ■ VR920 visit www*vu 2 ix*coin 

BONUS: Receive a free Immersive fight-shield Just enter 132; The Answer Is 42 in the 
0,7.1 ;r k*', While n Kj ynUf ordst online 13C 

THE MEW VIRTUAL REALITY View the Future 


C opyright 200 7 Vu zi k Co i por adon (for m er I y lei 11 ti • ".orporation i A II rights reserved Worl d of Ware ui ft . Second Ltf e and Microsoft Flight Si mu lator X 
are trademark* of BEiisard Enter Taimnenr Inc-Linden Research Inc. And Microsoft Corporation respective!','. 
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REVIEW 


O Hqq bqy. If you Ye one of those folks who's 
morally opposed to the idea of porting 
games from consoles to PC. you're gonna want 
lo Stop reading now—C0f>1 inning will only make 
you angry. 

Are they gone? OK. look: This version of 
Stranglehold is a near-direct port of the Xbox 
360 version It's all but identical, and because 
of that, it's missing some of the necessities PC 
gamers lake For granted. For example, yoy 
might notice that the minimum system require¬ 
ments seem unusually high. That's probably 
because Stranglehold offers almost no video 
customization options, so you can't really dial 
back the system demands to leE [his thing run 
on older gear, But the odd thing is the Hack of 
gamepad support' The game doesn't even sup¬ 
port the wired 36D controller which seems like a 
no-brainer—not to mention, it defies the logic of 
the aforementioned console-centric fotbles 

BUST IT UP 

If you can suppress the feelings of righteous 
indignation prompted by the shamelessly skimpy 
nature of this port, Strangleholds a pretty good 
time while it lasts. This sort-of-sequel to direc¬ 
tor John Woo's seminal action ftick Hard Sorted 1 
features a virtual Chow Yun-Fat reprising his role 
as Inspector "Tequila" Yuen, tearing things up in 
trademark dove-filled Woo fashion (no surprise 
there: Woo collaborated on the game). The 
ability to blast the living hell out of every envi¬ 
ronment is undeniably satisfying, a feeling that 
lasts longer than it has any right to—probably 
because you keep walking around thinking. "Can 
I destroy that? Why, yesl Yes I canJ How about 
thdf? Why, yes!" 

And Tequila^ absurd gun-toting acroba-tics 
□re afro plenty satisfying...when they work. This 
is one of the game's biggest problems: See. in 
order to interact with the environment—like by 


sliding down a banister, flopping on a rolling 
cart or swinging from a chandelier—you first 
have to aim at an object and wail for the while 
glow that signifies it can be used. Trouble is. trig 
gering these objects is Jrustratingly unreliable. 
Sometimes you're too close, sometimes you're 
too far away, and sometimes itjbsf won't wurir 
So Stranglehold often fnot always, but often) 
loses its balletic potential when what should be a 
string of supercool slow-motion moves is broken 
by the finicky nature of the interactive objects. 


WASN'T I JUST HERE? 

The often-dull level design's also problematic 
While certain areas stand out—an active demoli¬ 
tion site is one shining example, as is the final 
level, set in a sprawling -estate—many of the 
maps feel distressingly similar to one another. 
You could make the argument (hat the focus 
should be on the interactive and destructible 
objects within the levels rather than the level 
structures themselves, and I'd agree with you, 
Trouble is, the glitchy nature of the interactive 
objects means that you Ye not likely to exploit 
them, and thus the levels don't become the 
free-form playgrounds they were probably 
Intended to be. 

Stranglehold packs some impressive tech; the 
power to positively flatten nearly every object 
in a level offers a certain charm And for the 
eighi hours or so you'll spend playing through 
the story, it's reasonably entertaining. But with 
such unreliable environmental exploits, the game 
devolves into little more than a stylish, mindless, 
unusually destructive shooter. « Joe Rybicki 


VERDICT 


£3 Delklously destructible 
«nsHrotm£n*& r a moderately 
InlerEjllng slnry, 

9 SI Sit tty to-ntrals; (M- 
slmllar levels make the game 
feel rtli-ke-d and uninspired. 





♦ Cart antics mean big- style points. 
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Opposing Profits 


Btl this German 
antitan k crew wishes ’ 1 
It bad some uniform^ 
urith brown pants 
right about ftfiirff* 4 


• Two Mardfrlll tank-killers watch over my Panzer grenadiers as they 
a disabled armored ear. 



* ...which Is perf ect for blunting an Infantry rush and sending Jerry Into a 
state of disarray. 


• The Commonwealth's Canadian Artillery Regiment brings some serious 
pain from long range... 
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RUNNING WITH THE DEVIL 


Opposing Fronts addresses a common 
complaint against the original Company of 
Heroes ,—the lack of a German single-player 
campaign—by letting players take on the role 
of SS tank division commander. But nowhere 
does OF mention what the SS is, Nowhere do 
we see a swastika or the SS runic lightning 
bolts or death's head. While Relic deserves 
credit for manning up more than, say, the Call 
of Daly series, it's troubling that the Nazis 
we control are largely "^whitewashed," Maybe 
its because THQ wants to sell the game in 
Germany (where Nazi symbology is strictly 
forbidden), but if you're giving a general km of 
kids a chance to "be" in the SS, you owe it to 
them [and to history) to make one thing dear: 
Every laudable act of courage and skill by the 
Germans meant more people liquidated in 
the camps, it may not be fun" to remember 
such stuff when we re playing a game, but it s 
l worth remembering, nevertheless, 


REVIEW 


When subordinates asked 

him for a word of advice. Erwin 
Rommel commonly offered: 

"Never fight a battle you have 
nothing to gain by winning." 
Updated for us gamers, the 
G en era Ifeld mar?chan's adage 
might run "Never buy an expan¬ 
sion you have nothing to gain by installing." 
Comp-ony of Heroes was arguably the best 
game of 2006. Why slap an annex on the Taj 
Mahal, right? Well, with stand alone add on 
Opposing Fronts., developer Relic proves the old 
plastic surgeons' adage: Even perfection can 
benefit from the right kind of augmentations. 

TOM AND JERRY 

The first of these augmentations is OF's two 
new playable factions the Commonwealth 
(i.e.. British/Canadians) and the semi fictional 
Kampfgruppe Lehr Panzer Elite (S5 Panzer 
Garps/Luftwaffe Paratroopers). Each new fac¬ 
tion has a corresponding single-player cam¬ 
paign; the Brils struggle to seize the French 
town of Caen during Operation Goodwood, 
while the SS must prevent Operation Market 
Garden from punching through German 
defenses in Holland. Both campaigns feature 
the perfectly paced, subtly varied mission 
design that Relic is known for...but alas, both— 
tike Ihose in the original COW—end loo quickly. 

Of course, RTS games are as much about 
schooling scrubs as they are about new cam¬ 
paigns—and if you can find a multiplayer RTS 
you prefer to OF, you must work for Blizzard. 
Far from unbalancing- the online game, the 
expansion's new factions add unique twists to 
mulhplayer matches while leaving the classic, 
move-countermove tactical shifts untouched, 
which isn't to say the differences between the 
new factions and the original ones are minor. 
The Tommies, for example, focus primarily on 
the strength of iheir officers: Unlike other fac¬ 
tions. their units don’t lave! up with combat 
experience. But attach a veteran Lieutenant 
or Captain, and British infantry becomes 
tougher to break than a Lance Armstrong win¬ 
ning streak. Conversely, the Panzer Elite rely 
on versatility, Their basic in fen try units- are 
smaller and weaker than the other factions', 
but they can equip a wide range of gear, suit¬ 
able for everything from tank-killing to snip¬ 
ing. Additionally, the SS soldiers deal out some 
serious whuppage in the form of their vehicles, 
including the Marder 111 tank destroyer and ihe 
imposing Tiger II tank, Truck up one of those 




• At In the original CQH. mltrioii* art bid out 
History Channel-style, complete with 
esquc telc-sl rator swatches. 


bad boys in an onhne match and the Allied 
players might as well start breaking out the 
Purple Hearts, 


THE BAD AND THE BEAUTIFUL 

New units, new maps, new campaign 5 —even rhis 
well-done—are all standard stuff But OF takes 
expansion beyond merely piling new content on 
the old foundation, The whole game engine gels 
a face-lift, and now features real-time weather 
effects and day/night cycles. Additionally, fire 
and smoke now play a crucial role, alternatively 
illuminating and obscuring crucial views as you 
play. The result of all this: COM's year-old Essence 
Engine is still the most beautiful, realistic RTS 
powerhouse on the market. 

Like most beau! ifuII things, though, OFs 
improvements come al a price. The expan¬ 
sion 15 an even -bigger system succubus than 
its parent, and the loading times are longer 
than the barrel of an 38mm flak gun. If you 
don't have at least 2GB of RAM or a multi core 
processor, you'll want to detune this particular 
engine, Plus, the literal price: OF runs you 40 
simoleons—about twice as much as most other 
expansions. Yeah, it's a stand-alone...but if you 
bought COW a year ago, you'll feel like you just 
jumped in line with the eariy adopters of the 
iPhone. On the other hand. OF bears another 
characteristic of beautiful things: It s worth 
every penny. • Eric Neigher 


VERDICT 

9 N10 

n Cleverly designed new 
armies; great multi player, 

□ Requires mor* muscle 
than a BALCO convention; 

$40 ii a lot for tven a stand¬ 
alone expansion. 
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REVIEW 


Q Arena Net's Guild Wars Series of fr«-10- 
play fantasy MMQRPGs always marches 
to ils own drumbeat—but these days, it sounds 
& little too much like something out of Donkey 
Kongo. The tin-eared Eye of the North expansion 
marks the series' first entry that doesn't stand 
alone, instead 'sequelizing the original Guild 
War. s: Prophecies for veteran players. In other 
words, GWEN ain't for first turners. 

The acronym's a mildly clever reference to 
Prophecies' presumed-dead youngster [and mys¬ 
terious plot device), Gwen, who's now all grown 
up...and still ireumatized Irom the cataclysm 
that set the Guild kVors senes in motion. She 
and nine other customizable hero NPCs pin in 
your solemn mission to traipse across a handful 
of newly unlocked areas on the old Prophecies 
map, saving the world from yet another cl relied 
demonic incursion. 

In a somewhat refreshing move, GWEN shuns 
Guild Wars' tiered reward structure in story- 
driven missions, instead, multilevel dungeon 
instances populate the map. each yielding fixed 
experience point rewards—and move the plot 
forward with the speed of a runaway train. The 
fiction's initially divided into three separate paths 
feach exploring a particular plot thread}., which 
eventually converge for a final siring of high-end 
dungeon crawls The problem [f '5 over before 
you know it. GIVEJV's easily finishable in a week¬ 
end of deddated play: I'd (liberally} estimate the 
total campaign content at about 2S percent of 
the typical Guild Wars game. Suddenly, that SdQ 
price tag (just S1Q cheaper than usual) doesn't 
look like such a bargain, does it? 

HE WHO HAS NO LIFE, WINS 

Then again, if you dig repetition, GkVfJV's extra¬ 
curricular activities a re perfect for you. While the 
gam# mercifully includes only 10 new (and easily 
bought) skills per class (for 0 total of 100 new 


class-sped lie skills), every side quest and minigame 
exists to encourage mindless grind, dangling 
faction-specific repudiation rewards before you as 
a constant carrot, Want those cool class-neutral 
faction skills to work well? Want to buy new armor 
(in all its retextured- mode I glory)? Prepare to kill a 
whole lotta monsters to "earn’ those privileges. 

The Hall of Monuments—ostensibly a bridge 
between this game and the impending Guild 
IrVbCS 2 , where future characters can claim the 
titles and treasures preserved here—is the most 
egregious offender. It's an ill-conceptualized 
monument \o inefficiency, allowing you to put 
only the most menial of your 'accomplishments' 
on display: your elite armor (only if you grind 
for ihe platinum lo buy it), favorite heroes (only 
if you repeatedly run challenge missions for 
their armor upgrades), weapons (only GIVFjV 
weapons, ensuring plenty of repetitive endgame 
'raiding'}, and so on Talk about fun! 

This ties into one of the weirdest things about 
GWEN tt comes off as a hasty advertisement 
for Guild Wors 2 Some of the racial retcons 
(the obviously Conan -in spired Norn; friendly 
factions of Guild Won' Minotaur-like Chgrr) fit 
comfortably into the existing fiction ...while the 
impish Asura look (and sound) as if Harry Potter *s 
Dcbby. Sctm & Mi ax's Max. and a stereotypical 
Martian got into some sort of freak lab accident 
Yes, we know the sequel's en route, without 
these incongruous elements shoehorned in. But 
hey—Arena Net s making doubly sure we're aware 
of that, as GWEN'S halfhearted presentation is an 
unmistakable plea lor players 10 forget about this 
old game and focus on the future. • Ryan Scott 


VERDICT 

o\io 

O New hero NPCs; Interest¬ 
ing deviation from the usual 
Guild Wan structure, 

□ Disarmingly Insubstan¬ 
tial; lots of recycled art; Hail 
of Monuments t* > sick Joke, 

0 




'•Like all tribal fantasy races, the Asura speak 
flawless English—except for that one native word 
that esseritlilLy meant ,J ou*»|d#r," 
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ULTimA ONLINE: HINGDOfTl REBORN 

Kingdom Euthanized 
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REVIEW 


Q You may find h shocking, but people still 
play Ultima Online,, a full 10 ^ars after 
its release helped hick off the MMO genre. The 
reason: UO's original designers created it as a 
truly open virtual world. Nothing fosters player 
retention as effectively as an environment that 
lets you do just about anything you choose. The 
downside; all the crappy content that publisher 
Electronic Am heaped into the game since then. 
Things like useless item statistics and out-of- 
place ninja shills pollute UQ's virtual world like 
trash on the banks of a stream. 

EA-; latest garbage pile, UOt Kingdom flefrom, 
is a buggy new client with 3D graphics that 
players car download for free. The updated 
graphics look decent (but still fall short of 


today's standards!, and some mechanical 
changes constitute genuine improvements 
(such as finally being able to zoom the camera 
in arid out). But the new client's main goal is to 
shoehorn in the same features you see in more 
recent MMOs—fluff like slot-based inventory 
management and the ubiquitous chat window 
in the lower-left corner These additions simply 
cut the heart out cf what makes UO so endear¬ 
ing: the immersion. Example: The old client’s 
focalized chat system meant you had to be with¬ 
in earshot of another player in order to commu¬ 
nicate...whereas Kingdom Reborn jettisons it in 
favor erf the impersonal instant messenger-style 
chat interface seen everywhere else. In U(?s 
case, these conveniences are the virtual equiva¬ 
lent of a sex change operation—a darkly amus¬ 
ing position for a game that offers player avatars 
that very option * Matthew Chase 



• From th* beginning, (JO offtrod on# of (ha 
wariest MMO ftiturn over; horn* owntrtbip. 


VERDICT 

0X10 

BAD 

O Mechanical Improve- 
merTtFF better vfnati; you 
can still use the old client. 

D Needfou interface art¬ 
el Etiaru detract from the 

Immersion factor. 

gT% Games 

W for Windows 

■i !j k LJPj A 


O EA S LATEST GARBAGE PILE 
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REVIEW 


Q Gargantuan game worlds ane big in fan- 

lasy-RPGs-. But bigger doesn't necessarily 
trump belter, as evidenced by JLvo Worlds^a 
game doomed to endure countless unfavorable 
comparisons to The Elder Scrolls IV: Oblivion and 
regrettably too dependent on cliche and conven¬ 
tion to qualify Us unique in its own right It's an 
admirable endeavor, but it's undone by its scope 
Sprawling and overlong, it feels bloated rather 
than epic, with glimmers of brilliance insufficient 
to dispel the sense that developer Reality Pump bit 
off a bit loo much. 

LONG AGO, 

IN THE LAND OF BEEN THERE 

Missing siblings, Ores, imprisoned deities, magical 
artifacts cut into pieces and scattered across the 
land—Two Worlds is Irke a fantasy Mad Lib. You're 
a mercenary (male only., sorry, ladies) seeking his 
kidnapped sister and acting as the unwilling pawn 
in a saw-that-coming plot to resurrect the evil Die 
god, Aziraal. As in, other open-world games, you're 
free to follow or ignore this banal storyline, with its 
absurdly pompous Qlde Englishe script and atro¬ 
cious voice acting. 

NPCs prithee and forsooth you into hundreds 
of inventive side quests* so players who steel to 
leave Sis to her fate si ill find themselves plenty 
busy in the extravagantly beautiful and monster- 
infested world of Antaloor. Given the priority of 
combsl in Two Worlds the developers blew the 
opportunity to make it great: it's dickcentric to 
the point of boredom. A few Prince of Persia- 
esque combos would help enliven the sadly unre¬ 
markable battle system 
7 iwj l/korfds does keep you entertained most 
of the time, thanks to some clever ideas tike the 
Voftnm -style ability to slack identical weapons 
and amnor into more powerful wholes. When 
Ax plus Ax equals Better Ax. you have reason to 
gather even random corpse junk throughout the 


game Collectible, interchangeable cards drive 
the magic system, encouraging customization 
with rare boosters that enhance the core spells 
of your growing deck And easy teleportation 
makes globetrotting a snap without breaking up 
the flow as Oblivion's fast travel did. You can even 
pay to "regress’ your character—freeing up skill 
points earned when leveling, should you decide 
to change specialties or drop an unused talent. 

But every innovation is countered with something 
unnecessary or obtuse, from the deliberately clum¬ 
sy inventory and interface to the pointless alchemy 
system to uncontrollable and exasperating mounts. 
Most irrelevant of all: two multiplayer modes, offer¬ 
ing pfayen versus-player arena combat and limited 
parly-based questing. These options are briefly 
entertaining, but the sparse online population 
and shallow amusement level render multiplayer 
a diversion at best What it really demonstrates 
is how awesome a full-story cooperative mode 
would've been. 

TWO MUCH 

If you relish level grinding and dickalicious combat, 
you'll find enjoyment in Two Worlds —a couple 
hundred hours' worth of play for those willing 
to overlook small but numerous flaws It's stable, 
attractive, and engaging enough to keep you com¬ 
ing back But the game kitchen-sinks itself, Had 
the developers made it about 30 percent smaller, 
tvl the fat. and tightened its assorted good quali 
ties, they may have realized its true potential and 
produced something special. As is, nothing's intrin¬ 
sically bad about Two Worlds —but neiiheris any¬ 
thing memorably good * Matthew Sakey 




• In classic action-RPG tradition, you'll find 
yourtvlf In major battle* against multiply foe* 
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GALACTIC ASSAULT: PRISONER OP POWER 

Captive of conventionality 
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PE VIEW 


Q Designers need to learn that basing a 
game on a successful piece of literature 
doesn't automatically endow that game with a 
compelling story. Galactic Assault: Prisoner of 
Power touts its pedigree-—Russian sd-fi novel 
Prisoners of Power —but fails In deliver any¬ 
thing more than a numbingly conventional plot 
and the Mr. Roboto voice acting we've come 
lo expect from foreign titles. This is a double 
shame, because the original novel was a dever 
and courageous allegorical assault on (he Soviet 
regime it was written under. Here, it's turned 
into so much videogame sci fi grist. 

Still, games aren't books, and while Galactic 
Assault stumbles on slorytelling, it manages 
to pull <ts oar when it comes to the points and 


clicks. An easy-to-tearn hex system governs all 
movement and combat, so nothing's ever more 
than a couple clicks away. And. while it plays 
on a 3D map and features some hallmarks of 
the RTS genre (base building unit upgrades), 
Gofocffc Assault is strictly turn-based Sure, 
battles never quite reach X-COM tactical levels. 
but the missions are satisfying!/ challenging, 
and they encourage you to take basic strategic 
factors such as cover, range, and opportunity 
fire into account. 

OK. so Ihe A.I is kinda. soda missing the "I" 
part, and the graphics are about as crisp as 
week-old cabbage, but Galactic Assault never¬ 
theless cobbles together its remaining shards 
of quality into a respectable game. If you're a 
turn-based tactical buff, it's definitely worth a 
gander—just wait till Ihe price comes down a 
few rubles *Eric Weigher 



•The dots r*pn»nl where thts unit can move. 
Green Is a caver bonus, yellow is normal, and whEte 
means extended movement because of * bonus* 


VERDICT 

r^vin 

n Gives you exactly wh&t 
you'd expect train a tacti¬ 
cal, turn-bated game, 

fl Gives you only what 
you'd expect fram a tacti¬ 
cal, turn-based g ame. 

O 



O WHILE GALACTIC ASSAULT STUmBLCG ON 

rp stqrhtelung. it pulls its oar when 
o° it comes to the points and clicks. 
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REVIEW 


Cart you go home again? And if SO. how 

much will you—or your home—have 
changed since you left? That's one of Neverwinter 
Night* 2; Mffikof fre Sefmyer's Ihemes, but it's also 
a question for beleaguered D&D fans desperate for 
the original NWN2, only to discover a virtual plague 
of bugs and camera problems rendering it all but 
unplayable. The good news: One year and 250 
megabytes worth of patches lalev the game is finally 
as good as promised The belter news; The new 
Mrrak of the Betrayer expansion is a stronger, more 
complex, and ultimately more satisfying game 
It’s also not easy Set soon after |he original game's 
end. .Mnsk begins with your character—you can 
keep your old guy or create one from scratch at 
levd 19 for up to 20 if you wen? there already! The 
expansion adds two new base classes. Favored Sou! 
and Spirit Shaman, and five new prestige classes, 
which, of course, you maybe dying (o try, but since 
you start at such a high level, it's kinda like buying an 
MP/0 character off eBay. Yes, your character is pow¬ 
erful from (he start but good luck knowing what 
you're doing. Fortunately, you can start the new 
classes from level 1 in the original WYWV2 campaign 
if you'd like to learn the mechanics on an easier level. 

IVe. I chose to import my trusty level 18 Dwarf 
Paladin Doofaeus Moronico—-and had my best 
D&D ftPG experience sinte Black Isle's 1999 mas¬ 
terpiece. Pfonesecpe: Torment (though it's nor in (he 
same league). PSonescape is. in fact, the best point 
of reference here for describing Masks campaign. 
Rather than sending you on a save-the-world quest. 
Mask focuses on an inward journey: You awake 
imprisoned underground for reasons unknown, end 
you soon find yourself victim of a horrific curse. You 


Spend I he bulk of the game hopping through por¬ 
ta’s into surreal planes and dreamscapes in search 
of who put this curse on you. why, and how to gel 
rid of it. 

[he curse is no mere plot device; it has a direct 
effect on gameplay You've become a spirit-eater and 
must constantly consume Spirits to stay alive. IE adds 
a challenging monkey wrench to an already complex 
game—forcing you to reconsider even basic actions 
like resting or (raveling, if your spirit meter is too low. 
Add in a few genuinely tough logic puzzles (some 
frustratmgly short on clues] and a senes c# side 
quests that completely vary (some might not even 
open up) depending on your party makeup, and 
you have a game Chat goes a good 20 hours—at 
least—and begs for repeated playihreughs. 

Minsk is not without problems, though Even all 
these patches later with two new "modes'’ to play an, 
NWN2 's still got one of the most annoying, impos¬ 
sible-to-use cameras ever. (Obsidian: Please ditch 
this engine, for all our sakes, next lime Girt.} The new 
NPCs ire a fine, but mostly humorless, bunch And 
once again a few bugs tripped up my game, failing 
to trigger events and forcing me back to an old save 
(save early and dlen. kids]. SHI. these issues were far 
less obtrusive this time and ultimately did not damp¬ 
en my happy feelings that here was the kind of deep, 
hardcore RPG that old-school fans like me thought 
they just didn't make anymore. * Jdf Green 




‘These sad DVS-Ders miss their buddy Khekjar. 


O SINCE YOU START AT SUCH A HIGf 
Yp LEVEL IT’S HINCIA LINE BUYING 

cr an mmo character off ebay 
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THE OFFICIAL WTCC GACIE 


Proudly carrying the simulation torch 
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O Sad truth; The hardcore PC racing-sim 
scene isn't what it once was. Luckily for 
those who appreciate such games—where the 
Sensation Of driving a res! car j$ paramount 
over off-track flash, where four-wheel drifts 
don't send you into the next continent, and 
where force feedback is indeed all it should 
be—a little Swedish company called SimBm 
carries the torch. Picking up where pioneers 
such as Geoff Crammond (World Circuit) and 
Papyrus Design Group (NASCAR Racing) left 
off, SimBin's kept the sim faith alive with highly 
regarded games such as G TR 2. In its la lest. 
Race 07: The Official VkTCC Gome. SimGin goes 
crazy...tout tn a good way. 

face 07 is a missive affair, encompassing 
over 300 real-life cars spanning no less than 
nine real-life classes. From the race-prepped 
BMW and Alfa Romeo sedans in the 2006 and 
the 2007 World Touring Car Championships to 
the scorching open-wheeled monsters of the 
Formula 3000 series, the retro-cool Caterhgm 
Seven sports cars, and skittish throwbacks from 
the 19B7 WTCC this game pimps no shortage 
of rides. 

TWO GAMES IN ONE? 

More impressive than the sheer number is the 
distinctive complex, and credible physics model 
attached to each. The folks at Sim Bin don't 
merely make a heavier car feel heavier or a letter 
car faster: they dig deep into the subtle nuances 
and come up with a wholly unique experience so 
convincing that they could've built a couple of 
games instead of one. And no matter what your 
level of experience. Race 07 cars are a pleasure 
to drive. For racing newbies and immigrant*, 
from arcade-style titles, the game offers so many 
drivers' aids that the only question is which to 
deactivate. But if you're a sim veteran, you'll 
likely find no belter test of your mettle. 


With all aids removed, the cars demand all of 
your attention all of the time—and react agree¬ 
ably only if you're skilled, experienced, and 
silky smooth However unlike other notable 
sims from the past—Papyrus' NASCAR, for one, 
where the journey from oval to rood course 
was like a descent into Hell—they don't feel 
artificially challenging. Ultimately, these cars 
probably drive more like real cars than those Fn 
any other game, 

ARTIFICIALLY MORONIC 

The A.I. drivers are another story: Though they 
smartly avoid collisions with you and struggle 
with traction just like humans do. they consis¬ 
tently beet (he crap out of each other in the 
first few turns of a race Thusly. two or three 
localized yellows—and delays—accompany the 
star! of every event, But that's what patches 
are for. Furthermore the game's sophisticated 
online multiplayer mode feels remarkably 
smooth, even with a dozen cars battling it out 

The game's track lineup is superb, whizzing 
you around the giobe to 17 intriguing circuits 
[32 wilh variants), including several—such as 
Southeast Asia's Macau and France's Pau—that 
have purportedly never before been replicated. 
The look is photorealistic, right on down lo the 
bugs on your visor and the smoke puffs from 
your motor. You will however, encounter stut¬ 
tering if you aren't equipped with a top-ol ihe 
line videocard 

This is likely where Papyrus would be, had the 
company survived^and that says 9 ton. 

»Gord Goble 
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Do more in less time with AMD 

Athlon™ 64 X2 dual-core processor 




(Buypower recommends 
Windows Vista 1M Home Premium 


AMDtl 



AthlonX2 


* Run all your gadgets quickly, seamlessly and simultaneGusly. 

4 Run alV your application? at the same time- with increased performance. 

’ AMD PowerNow!™ technology for longer battery life. 


Get eer stive. Get Mobile. Get going. 
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GENUINE Windows'® Vista 1 'Home Premium 
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BROTHERS IN ARMS: ROAD TO HILL SO/EARNED IN BLOOD 

Sick of CaH of Duly and Medal of Honor portraying the Last Good Wair as some sort of Steve 
McQueen bath-to-the-wall splatterfest? Looking for a first-person shooter that taxes your brain as 
much as your mouse hand? Look no further than Brothers in Arms; Road to Hili 30, Meticulously 
researched (the designers even flew out to Normandy to make sure their maps were historically 
accurate}, IBM places you in command of a squad of American paratroopers at the cutset of the 
Normandy invasion, You face off against some of the best A.I. fn the algorithm business, but you'll 
get through so long as you employ the game's all-Important 4F strategy: Find the enemy. Fix him 
with suppressing fire. Flank him, and Finish him {Mortal Kambat voice optional). Continue your 
swastika-swatting activities with 3Ws sequel, Earned in Bbod, whkh features the same top-notch 
gameplay, paired with even tougher enemy A ,1. and less dm car map design. 


HOT LIST 


Five stiU-avaiLable games to buy right now 


JPENIN JP THE 3EAP 


D in the past eight years, Gearbox Software's 
gone From Half-Life expansion factory 
lo shabby PC port authority to maverick indie 
developer. Here are a few highlights. 


iTmnTnuii 


—B—P HALF-LIFE: 

OPPOSING FORCE 

K wj.ilI mBp This ^Life expan- 

wLl sion doubled as Gearbox's 
premiere game. Opposing 
Force presents an alter- 
nate-viewpotnt scenario, 
sending players back to 
the Black Mesa Research 
Facility as U S. Marine Corporal Adrian Shephard, 
one of the soldiers on hand to hide evidence of 
the incidents occurring there. Much like a hap¬ 
less iosf character, Cpl. Shephard has a handful 
of brushes with the onginal Half-Life's events, 
including a few glimpses of series protagonist 
Gordon Freeman. Like all things Half Life, it's still 
available on Steam—and still worth playing. 




HALF-LIFE: 

BLUE SHIFT 

Ho If-Life's second expansion 
offers another alternative 
perspectfve: that of beer- 
happy Black Mesa security- 
officer Barney Calhoun, 
who races to find an escape 
route from the facility 
before a group of Marines massacre its personnel 
as a cover up precaution. Blue Shifts not quite 
as cool as Opposing Force (it's much shorten with 
very little "new’ content}, but hey—it's Haif-Life 
The version available on Steam suffers from a 
few technical problems,, but the guys at Half-Life 
Improvement Teem (www.hl-improvementcom) 
have 'em licked with fan mod Blue Shift Unlocked. 



HALO: COMBAT EVOLVED 

This is mostly here just to show how far Gearbox has come. For a year or so, 
the developer focused on parting console titles to PC (see also: Tony Hawks 
Pro Skater I and 007; Nightfire )—and Hob's the best of the bunch In what's 
since become a norma) occurrence for the Hafo series, it wound up on PCs 
a full two years after its Xbox debuL fueling our conspiracy theory that 
Microsoft's happy to delay Hah PC ports until no one's likely to care about 
them, The reason, Toe-to-toe against sophisticated PC shooters, Microsoft's 
flagship console franchise is a paper tiger. 
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* 4x more shots than wi rii cilkci! in.© 

* Recharge up to 1000 times 

* Ready right out of the pack 


* Long storage life 

* Recharges in most modem chargers 1 

* No memor/ effect 


Think GAIA 

For life and for Earth 


www-eneloopusa.com fredMeyet WAL*MART amajon£0m Ipipr QaoaEwic aaat ^ 

Sanyo North Anonca CctpotUraa All figrtte onafoop ii a rog lEtorad hodvnaik of Sanyo Enorvyy USA Corp All -rtplilro>:r *k 'EMmvDv fc-iwd on toil nisuk (or battery lib according to standard JiS CB708 |4 41 

Actual results may vary accordiaj to use. Sanyo enolocp barterws con bo dialed wirh mcwlchorgari br Ni^iViH bofbries. 
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rttl Sirnt^ ra-ii : ! l :• Arttttiitfe* ■ E Rating HrttI, E-aJ .[ wwwjtfcairnaowiit^d ^cun} 

iSRfl KAIING Elttryani I^NIUJM BlQuPEMEtJTS LfrSHl CPU, 512MB UH. 4GH bull dHVi IpMt. 12&MB 
vldMEjnl . ii ipbyifi t> - ' ■ NwFbial fipvtvwibka 


Fupmthe same country that gave us Ihe Ducati arid the Vatican comes a game about the former 
that indisputably proves not all things Hainan deserve pontiff cation. ArtemaCca's DL.'roW World 
Championsliip offers a variety of racing modes, nifty time-of-day and weather effects, and a 
whole whack of classic 3 nd cuireni Due at i motorcycles, But that's where ihe fun stops: The game's 
menu system is clunky and aurally abrasive, its environments are sparse and indistinct, and its 
physics model is so absurdly archaic that you'll pine for the decrepit coin-op racers down at the 
local bowl-o-rama An Imperceptible sensation of speed only adds to the misery, and Ihe dentist- 
drill engine notes a re the final nail in the coffin—which is precisely where Ductifi should slay. 
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RECHARGE. 

REUSE. 

RESPAWN. 

The new Sanyo eneloop USB charger 
allows you to wirelessly frag enemies 
on the go by recharging your NiMli 
rechargeable A A or AAA batteries 
(ram your laptop. 

www.eneloopusa.com 



Available at 


amazon.com 
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Enl* ■ Care'S Bud Ptdckec r ££ 55 £ 
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■C<?rtiFied Power Supply tMe ■ Core'JSueiPfKK&rEESSC 

Idift' Core '2 Gu«Km PraeJ 40 r Q 6 &M 
. . Into'■ Corie-2 Qu#ehwee PTatessar Q&1W 

lute" Gore ’2 SctrariE Quad-cere PircM 5 Cr-QJf 6 B 5 D 


ABUS 1 nFarce" 65 Ci SLI" Chipset dual PCI Cypress Molrherbpa rd 
GENUINE Windows’® Vieta™ Hetwfl Premium 
Eagletech'’- Sidewinder (Jarring + 5 CWWSI I 
Corsair 1024MB DDR2-BOO Memory 
250GB SATA II 7200HPM 3Gb Hard Drive 

2X NVIDIA® GeF&rce- S500GT 512MB video Carc-SLJ™ Enabled 
l&x Double Layer DVDiflW Drive,, iGx DVD-ROM Drive 
Surround 3D Premium Sound 
10/100/1000 MBps Ethernet IAN 
600 Watt Suround Sound Sicker* 

Logitech LeiLxe Keyboard $. Optical Mouse 
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Where your games live on forever! 







































WERQZ 


Two gamers enter No gamer wins 


Crisis on 
Infinite Servers 


Why don't we see 
more World War 1 he* 
games? Our guest 
columnist tells all. 


Word games and 
Pope up casual deals 
abound this month. 


MMQ columnist Cindy 
V^fiLs: your virtual 
Project Runway guru. 


FORTRESS FOREVER 

Welcome to Hell's Hallway 
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1 Shawn Elliott 


Shawn hCh Games far Windo?*!: the 
Qffkltii MfjgQpnt'i Hart section. 


Rory manion 

fiory freota ntes for GFW and has bsen 
arguing w«h Sh.r.vu in IsamSpoak and 
Wiriout !M dents to liwywrt. 







• Hell't Hallway: Rory traps public players In 
their own spawn; Shawn shows the captive 
audience miscellaneous, murals. 


White regular columnists Tom Chick and 
Bruce Geryk take the month off, GFW$ 
resident bad seeds, Shawn Elliott and Rory 
Manion, fill in. The game: Source mod and Team 
Fortress Oassic remake Fortress forever. Shawn 
plays for Red team: Rory plays for Blue. 

SHAWN: Push is pretty much a reverse flag- 
capture map. The object h to carry a soccer ball 
from the middle of the map into the opposing 
team's brickfield capture zone. I think it's a soc¬ 
cer ball-,not because the mode is similar to soc¬ 
cer, but because—like swap-meet shoppers— 
online gamers are more inclined to take flags 
home than to plant them in conquered territory. 
Rory, for instance, scored a Metallica Ride the 
Lightning flag. And in my mind, it is a flag, 
although it also acts as a tablecloth insofar as 
the milk crates it covers are a table. 

RORY: We can talk about my furniture after 
you fill me in on the requirements for dual citi¬ 
zenship in both the Ho/o and Raider Nations. 
Forget all that, though. My game just loaded, 
and I'm staring at a police lineup of grimacing, 
muddy-faced G.l Joes 
SHAWN: The great thing about any Team 
Fortress game is that no matter what your 
tastes, there's 3 class tailor-fit for you. Like now 
I'm gonna go Engineer and jigger a space-age 
slow roaster: an orbital laser that can cook any 
target E paint with BBQ sauce. OK, I'm exag¬ 
gerating, but if you're wearing fingerless gloves 
and enjoy holding down a button while waving 
a mouse like it's a dowsing rod, youll swear the 



Heavy Weapons Guy was made with you espe¬ 
cially in mind! 

RORY: Tom vs. Bruce fans won't find that funny. 
SHAWN: Yeah, well Diocletian isn't a class, is 
he? Speaking of which, I have 3 new spray tag 
to show you. It's a dragon and a ‘70 Camaro. His 
wing dang doodle is deep in the tailpipe. This is 
where HW Guys com? from, I think, 

RORY: My Big Dawgs T-shirt says Heavy 
Weapons Guy, but my wall scrolls are all Spy. In 
Team fortress Cksyfc, the Spy was a class that 
required finesse and know-how; in IFF, it's an 
invisible nuisance machine for melee-minded 
twits who think 3 knife to the back is the epito¬ 
me of skill. 

SHAWN: His shiv isn't Hattori Hanzo steel. Still, 
he looks like the type of person who posts on 
forums about how two samurai and one ninja 
are more than a match for America's armed 
forces. In short he r $ yin to your kanji tattoo s 
yang. Really, I saw this coming when you insist¬ 
ed on trying my science pork with chopsticks. 

OK, the invisibility is overkill. Your damn tran¬ 
quilizer dart is useful enough. I'm hobbled, my 
screen is simulating malarial side effects, and 
you're here to stab me out of my misery. Some 
of Fortress Forever's tweaks on TFC's formula are 
god-awful, however well-intentioned. Instead 
of worming up his Gatling gun, the HW Guy has 
to worry about it overheating. All he has to do, 
though, is tap the trigger, and be becomes a 
turret with a broken metabolism. 

RORY; I wonder who still doubts the wisdom 
of Valve's decision to ax certain TFC mechanics 
in Team Fortress 2. The Medic's power to infect 
enemy players, for instance, sounds fine until 
you spawn into what looks {and sounds} like 
a Fortress Forever STD clinic. If the sputtering 
of infected players doesn't convince you, the 
dozen cluster frags blowing up outside your 
base should. 

SHAWN: Conspiracy theory; Valve dropped 
this to justify its TF2 design decisions. Joking 
aside, this is a win-win season for Fortress 
fans, When you want something closer to the 
classic, complete with trick jumping and split- 
millisecond timing, you have FF. When you're 
tired of the fireworks factory, you have TF2 , > 
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The trouble with this server is that it supports 
20 - so me players when it ought to have 10, 

And look how dumb wo are, doing the "versos" 
thing in a team-based game. Join Red team—I 
Its v# an idea. 

RORY AND SHAWN VS. REASON 

SHAWN: OK, run interference when I get the 
hail end go back field. 

RORY: Operation Take the Ball and Go Home? 
Tom vs. Bruce fans won't find that funny. 

SHAW Nr Yeah, but Plutarch isn't a ball is he? 
And yup, the word for this is '“griefing." We'll 
slap a "stunts performed on dosed course" 
warning on the screenshots, though, 

RORY: The idea is so simple that I'm surprised 
it works:. One player swipes the hall; the other 
acts as doorman back at base. In Push spawn 
doors open only from the inside—this prevents 
opposing players from harassing you before 
you're aware of whet's happening, and 1 sup¬ 
pose it should prevent people from doing what 
we re about to do. Whatever. E stand in the 
doorway, and Shawn squeezes in, Instant stale¬ 
mate, If anyone asks, I'll them we're LARPing a 
pro-flag spokesman attempting to prove that 
soccer balls are inferior capturabies. 

Hang on. I'm about to Alt-Tab out and find 
a spray tag for this. 

5HAWN: Wake the tag. I'll argue that the 
Fortress Forever mod crew swiped the idea of 
Red and Blue teams from Hah and say I'm 
staying in our spawn area until I see a satisfac¬ 
tory answer. 

RORY: The spray tag should not only demon¬ 
strate our deep commitment to ball-hoarding, 
but also express contempt toward those who 
seek to relieve us of our ball. 1 think I have just 
the thing—it's subtle, but also quite poignant 
and profound. 

SHAWN: So subtle, in fact, that neither team 
seems to notice om masterstroke. Go Engineer 
and build a sentry gun to block one exit and 
an ammo d ispenser to jam the other. This will 
create the captive audience that Operation 
Take the Ball and Go Home needs if it's to join 


Operation Karansebes in martial history's ham¬ 
per. More importantly, Red team is now more 
or less locked in a public toilet, looking at what 
I've scribbled inside the stalls (see: dragon and 
Camara, wing dang doodle deep In the tailpipe). 
RORY: The wretched denizens of what we 
now call Hell's Hallway weep and gnash teeth 
over VOIR. Actually it's just one guy mutter¬ 
ing profanities into his microphone, but I need 
imagined grandiosity to distract me from the 
pettiness of what we're doing. 

SHAWN: Petty? We're providing a valuable 
service, Fortress Forever's madders now know 
to hotfix the map so that the ball stays outside 
spawns and Engineers can't construct in bottle¬ 
necked areas. 

RORY: Fair enough but our VOIP blathering has 
pissed off friendlies to the point that anyone 
who breaks ouf blockade immediately rushes to 
open the floodgates for the gathering masses 
of enemy players outside. In fact I think I hear 
the sickly grunts of infected players heading our 
way now.They've resorted to germ warfare. 
SHAWN; But VOIP blathering is intended 
to pacify irate players. I mean, I'm asking 
B ozone what his favorite room in Grace I and 
is, and which Elvis songs he thinks the HW 
Guy enjoys, and whether or not 3 should eat 
on the Franklin Mint commemorative plates I 
Currently have hanging pn my bedroom and 
bathroom walls, and...all of it is static-saturat¬ 
ed nonsense in the guise of a human voice. 

In Fortress Forever, same as in Teem Fortress 
Classic, Medics inject opposing players with 
a communicable life-leeching infection, and 
our one-time teammates are bringing back 
the bug like soldiers on home leave. Now 
and then, a damn Medic weasels inside, but 
we're able to shoot him dead- Rory, however, 
has to sacrifice his sentry and spawn in as an 
ally Medic to cure me of...whatever it is I've 
contracted. 

Valve chopped the viral mechanic from 
Termr Fortress 2. claiming that the last thing 
they wanted was for people to fear the very 
teammates they ought to work with, I'm not 


sure what sense to make of that, seeing how 
having Spies in the game guarantees that 
exact outcome- And at least you can tefl an 
infected ally from one with a dean bill of 
health by his porno-flick huffing and puffing 
and the malarial cloud hanging over his head. 
RORY: In Fortress Forever, proximity is the 
mother of infection—and with both teams 
crowding on either side of a single doorway like 
Dawn of the Dead rejects, there's only ore thing 
for any decent g defer to do. After spawning as a 
Medic end stanching Shawn's health-point drip, 

I buzz out of our base like a West Nile-carrying 
mosquito. It's a suicide mission, but the concus¬ 
sion grenades I dump the instant I hit the door 
stagger the enemy long enough for me to get 
in close with my in feet-o-box. Luckily for me, 
while Medics in Fortress Forever compulsively 
infect enemy players, they're disinclined to heal 
friendlies. My score skyrockets right alongside 
the server's collective blood pressure. 

SHAWN; FF is the perfect partner for Teom 
Fortress 2 , and for that I'm thankful. When 
we want hyperactive trick jumping and tradi¬ 
tion, there's the oner when we want the future, 
there's the other. 

So about your score; They count in our favor 
against the rest of the server? Or are we playing 
for achievements? Ghost Town: You successfully 
emptied a public server. 

RORY: We could come up with a scone-to-rage 
ratio to determine just how fully we've wrecked 
this match, but I'd say our victory is assured, 
score be damned. All we need to do now is con¬ 
tinue our pro-flag proselytizing until the timer 
ticks to nothing. Besides, furious teammates 
have me backed into a comer, and they're 
impotently wailing on me with melee weapons. 
SHAWN: I'm starting to feel like the bully who 
swipe* some little kid's ball and stands there 
laughing until it's unbearably awkward and he 
finally drops the ball, says a naughty word, and 
walks away. 

RORY: 1 thought this was a "valuable service" to 
the FF team. Don't tell me the True Believer is 
cracking under the pressure Come on, our He- 
Man Blue Haters tree house is secure, and the 
capture score is still 0-0, with only three min¬ 
utes left on the clock, What could we possibly 
do as atonement? 

SHAWN: You little rascal. It's your turn to 
write now, 

RORY: What Is that, a two-sentence "welp?" 
SHAWN: Welp, you made a Little Rascals joke. 
Am I supposed to be happy about it?Give me 
more Paracelsus, 

RORY: You could at least show some respect for 
my knowledge of obscure references, Screw it, 
I'm dropping grenades at my feet—gonna go 
out with a bang. Or are puns taboo too? God. 1 
wish friendly fire were on. 

SHAWN: That's what "Operation Karansebes" 
alludes to, actually; 13th century team-killing. I 
searched Wikipedia for "self diagnosis + devel¬ 
opmental delay.” But then the dead don't argue. 
Doesn't this make me last man standing? 

RORY; Welp * 


WINNER: 

INTERNET PILLOW FORT 
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CRISIS ON INFINITE 

Tn=>hhing across the* vast rnfTIORPG landscape 



THIS mONTH: 

IS THAT A GNOMI 
IN YOUR CLOSET? 


Albfitrassllh Rtaltm 
ofPangyaz Go If U5 td to 
l» the only acuptaUe 
faihloh Hifrlrdncufar 
men, Not anymore. 



CDLUmN 



Cindy Vans 

Cindy is a consultant for the Warrior 
and Druid lingerie sections at Mary's, 
Bloemirt^dalej, end Fifth fits* mjfr, 




Thun'grim Fircgaie, an Ore blacksmith 
of renown, says; "I have heard tales of 
your strength and valor and wish to make for 
you a suit of armor, a companion to aid you as 
tales of your great deeds grow. But the fash¬ 
ioning of this armor will be a quest unto itself, 
<Your Name Here> Here, take this scroll I 
spent many nights,, struggling with near-blind 
eyes, writing that which I need for the armor. 
Bring me the items on this scroll, and E will 
create for you the first piece of the suit* 

"Like hell. He said, 'near-blind eyes'? He must 
be joking. Do they really expect a visually chal¬ 
lenged Ore to have any sense of fashion? What 
if he can't sew? What if the stuff is mauve? 
What if it has little yellow fishes all over it? 

How will t ever recover from the pointing and 
jeering of my guildmates? Huh? Huh? Did they 
ever think of thatl Decline!"' 

Good call. Besides...co I or and pattern aside, 
the deadly, treacherous, barbed spikes on the 
spaulders would simply ruin the entire silhou¬ 
ette. Just as you would never wear Capri pants, 
loafers, a do-rag, and a Clip-on tie to the 



Cannes Film Festival (or would youi?). you toss 
the notion of Firegasian-crafted armor right 
down the garbage disposal. It's too much of a 
risk. It would be too degrading for someone of 
your allure, class, elegance, and style. 

BUT DOES (T MAKE ME LOOK PAT? 

Nowadays, the risk of fashion faux pas 
is greatly diminished. As you may know, 
various degrees of try-before-you-buy func¬ 
tions are standard in several of the major 
MM Os—either officially included or modded 
in. Wardrobe, Dressing Room, ItemRack, and 
ClosetGnome are a few of them, and they've 
helped bunches of avatars save themselves 
from certain embarrassments like wearing 
parachute pants or pirate shirts, pairing fur 
coats with gear composed primarily of span- 
dex, or exposing Night Elf panty lines (for 
more tips, see sidebar). It's a convenient form 
o f w ard ro b e- ma Ifu n cti on in sura nee. 

They essentially allow you to see the 
hot tom-line "what if" when it comes to how 
your character will appear when considering 
any potential gear upgrades. LP. Wad oh oust 
of Portland, OR laments, "My female Paladin 
bought a set of green plate leggings from the 
auction house. On her avatar, though, you 
saw freaking purple thigh-high stockings and 
underwear—with lace!'' 

FrancoPrusslan says, "E think the worst 
fashion mistake I've made was with my male 
Gnome Mage. I snapped up a cheap robe that 


was a big upgrade for me and happily wore 
it around Loch Modan. It wasn't until other 
characters pointed and laughed that I changed 
the camera view. There he was in a short 
brown kilt with one strap and a bare midriff. 
Some things should just never been seen on a 
Gnome! Like...don't undress them. Ever." 

THINGS MIGHT GIT EVEN UGLIER 

Picture this: After a party spends six hours of 
camping the DunderSwine, the placeholders 
vanish and are replaced by the giant boar. The 
well-trained crew smites him in about 10 min¬ 
utes. A record. And then it happens..., 

Im Eight: The Weimaraner Sash of Certain 
Doom! OMGGMGOMGOMGOMG I can t 
believe ti finally dropped. WOOOtt. 

RaidLord: WAIT’!!! it's BOP. right? 

ImEight: yah but its got +21 to ShowerS tail. 
Navel Ring [having linked fo the sash with 
Dressing But it matches my lime green 

Clubbing outfit! I'm rolling. 

Im Eight: NO. you can't, its +21 SHOWERSTALL 

°0 NOWADAYS. 
o 0 THE RISH OP 
O FASHION FAUX 
PAS IS GREATLY 
□imiNISHEO. 
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Crisis on Infinite Servers \ Extend 


SERVERS I 



* ffty Htrotf and tffy of am ~ mi 1 r ** 

Villains are ( mg^tly) oi I a bo ul Wi o I et th f s waif crass -dress * Gnomes are n't 90 ofy lou k i r*, y— 

the costumes. In public? just mlsunderttood. 



When thinking about a new 
MMOutfit, you should take* a 
few dos and dori'ts into consid 
eration. Here are some of the 
most crucial ones: 



Never wear Hobble-pleated 
greaves after Labor Day. 



Its never in good taste to 
appear in town in a helm... 


...In fact, helms should always 
be worn, but not seen. 



One siie fits all—no matter 
how weird it looks. 


Everyone looks really dumb 
in Gnome-crafted headgear. 



Von won t look gay in flowing 
purple...not that that d be bad. 


Raid Lord: Urn, you can both use it? 

Navel Ring: Damn skippy. Railing.,,, 

Tim Sunn: WAIT! Navel, you should really think 
twice about wearing a belt that cinches your 
waist like that. tt r s all wrong for you. 
NavelRing; ... 

Tim Gunn; Seriously. Your anorexic character 
just looks, well, it s just NOT attractive, 

Im Eight: SHOWER STALL. 

Raid Lord: Let s see...using the probabilistic 
DKP system,.., 

NavelRing: Hey, even my mace goes good w/ 
it. Rolling. 

TimGunn: But you'll look like a reject from 
Undead Weekly . 

Ini Eight: Ur a greedy S&(@5. its minne. 
ShowerStall RULZ 4 clerics, 

AltTank: Lets GO, 

TimGunn: C'mon, Navel. Let him have it I'll 

take you shopping at the auction house. Give 

the kid a break. He's EIGHT, for god's sake. 

NavelRing: Teh auction house sucks. 

ten Eight: S's not my AGE- 

RaidLerd; Ugh, don't even make me think 

about that. 

Before the preview option, NavelRing 
would never have known how the belt would 
enhance his/her ensemble. Et could've been 
the MMO gear equivalent of socks with san¬ 
dals.. TimGunn could've gone to work on his 
winter collection. Eight boy would've achieved 
+ 21 SbowerStaU without a hitch, and RaidLord 


could've happily spent more time adjusting 
his,,.Soot table. 

SKEWED TWO WAVS 

I asked a number of pen pie about their big¬ 
gest gear and fashion issues, and I got some 
classic responses that fell into two categories; 

"I have 3/S Night slayer, 2/S Blood fang (brac¬ 
ers, helm), and 2/5 ZG set (bracers, shoulders]. 

I am PVE sword spec and use S/S Wightslayer, 
BF hood, and ZG shoulders and bracers. The 
stats on the ZG bracers and shoulders are 
almost the same as their hhghtslayer coun¬ 
terparts, but ZG gives you an extra 20 attack 
power. It's definitely worth it. For PVP, though, 
i usually wear 3/S NS for the free vanish heal. 

I don't see myself getting rid of the ZG pieces 
until 1 wart the 5/fi BF set bonus (if I decide to 
give up the 10 energy from S/S NS}." 

Ahem. Okaaaaaay, and: 

"i think 1 have my wardrobe issues figured 
out for the GM-spansored Erolllsi Fest this 
weekend. I need to balance grown-up sophis¬ 
tication with Goth, and practical with edgy. 

1 can't really wear heels, though, can I? But 
I think i'll be OK, Black, lace-edged leggings 
under a finely crocheted cotton spiderwebby 
dress, all knee-length and narrow-fitting, with 
d very wide black leather corset belt. Black leg¬ 
gings and my over-the-knee pointy-toed—yet 
miraculously flat—leather boots. Just a little 
medieval in mood. But no fur. Fur i$ dead." 

Well, of course it is, darling, • 


Moondoth pants actually do 
cover your butt 



Rings and necklaces go 
with everything. 


Dead-animal hats go 
with nothing. 


ID) 


If it looks sharp, hot, or cold, 
it likely is sharp, hot, or cold. 


The tinier the chain G-string, 
the higher the armor rating. 


Bonus or no, fully matched 
gear sets are so last season. 

If it doesn't wave, glow, flame, 
or protrude, it s a bad idea. 

Void walkers and Succlibj are 
not fashion accessories. 


Ogres should really recon¬ 
sider wearing pink. 
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So LINE OF ATTACH 

Vour monthly guide to hardcore war-gaming 


COLUITIN 



Di Luo 


Rtf 


Di rpendr his days leaked in a urin- 
dowl«s gray btildlng wiring book 
reports for the American, military 


J 


Q World War I! was a clash of grants that killed 
millions, destroyed the optimism of liberal 
Europe, annihilated empires, and foreshadowed 
an even more destructive global conflict. Despite 
the importance of the war, it s usually considered 
loo static and dull for a game 
Luckily for war gamers starving for something 
new, Matrix Games recently published Frank 
Hunter's Guns of Avgust I#14-1910. a strategic- 
level 'we go'" game covering the entire war. GOA 
sports considerble depth without getting bogged 
down by needless minutiae, and its Kale is per^ 
feet—corps on land, squadrons at sea, and a smid¬ 
gen of economics, diplomacy and tech research. 
The strategic decision-making is relatively abstract 
and never inconsequential Your resource-allocation 
choices influence the war months after you decide. 


O GOA SPORTS 
Ho CONSIDERABLE 
0° DEPTH WITHOUT 
GETTING BOGGED 
DOWN BH NEED¬ 
LESS miNUTIAE 


Turns are divided into a strategic phase for the 
poll deal and economic decisions and a senes of 
action phases Irx moving troops and combei 
Corps tan only enter hostile territory and attack 
'when activated by an HQ possessing large stock¬ 
piles of resources This neat little mechanic limits 
the mobility of the ponderous armies and keeps 
GOA campaigns from turning into WWll-like blitz¬ 
kriegs. Though fronts sometimes become static 
staring contests between gigantic armies, the 
game plays quickly enough that a few turns with¬ 
out a major offensive es more restful than boring 
\X% a shgme that the interface sucks and the 
AT is sometimes awful (it's utterly incapable 
of defending the Eastern Front as the Central 



•The Schlleffen Plan goes, awry as RussEan 
hordes pillage eastern Germany. 


Powers) I also have a few quibbles with the 
balance, like the underpowered trenches and 
overpowered artillery. The various powers also 
work togethe* foo well; you shouldn't be able to 
stack Austrians with Turks and have both armies 
activated by a Bulgarian HQ. Still GOA is one of 
the most refreshing war games Income along in 
a while. It's a fast game with vast scope and a 
fascinating subject* 




I play a lot of Flip Words 2 these days and 
I'm not quite sure why. On one hand, this 
bastard son of Boggle and- Hangman offers some 
of the stiffer word-gaming challenges I've faced 
in some time. On the other hand, some of the 
answers—like 'Zucchini and Summer Squash" or 
Ten Key Adding Machine"- are so far on the fringe 
of deductibility that its maddening. The trick: Only 
the first letter of the words you build from the field 
is revealed, should it appear in the mystery phrase. It 
makes- getting t hose cmrial vowels tougl i si nee t tie 
board is packed with consonants. You can earn extra 
turns for buy vowels and hints in the less enjoyable 
Sirategy Mode), but it's not easy. With new user- 
made phrases added all the time, this £20 trtJe from 
Big Fish Games (www.bigfishgames.com) will keep 
you busy- -and give you head aches™ for some time. 

BUY NOW, PLAY LATER 

Right now. PopCap's offering a greail deal on 17 of 
its games, bundled for just 190, Mo. you won't get 



Peggie Deluxe, but the Platinum Pack" includes 
Bejeweted and Bejeweled Z Rocket Manic. Zuma, 
ftoofcwunn. and AstroPop. Buying just those titles 
would run you more than £90 and cost you count¬ 
less hours of otherwise productive time in your life 
The Platinum Pack bargain includes a down more 
games, saves you about S2A0. and ensures you'll 
never achieve anything of value in your life. Ever. 

And ifs not even PopCap's best deal right now 
The publisher's|ust released a free online-only ver¬ 
sion of Peggie. Even if you've already allowed Peggte 
to wreak its special havoc on your life, you might 
want to check this baby out, since it features 20 
brand new levels (though you tan onty play It} at 
any lime}. All it costs you is your immortal soul. 
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Making the Connection 

Which reigns supreme for online gaming: console or PC? 


Ask yourself which platform plays host to more 
online gamers: Windows 1 XP and Windows Vista ■ 
or videogame consoles like the Xbox 160™? 

You'd probably say Windows, right? And rightly 
so—once you lay eyes on incredible multiplayer- 
friendly outing? like Crysis' w or Universe at War: 
Earth Assault rw . you'll practically be drooling with 
anticipation, Sadly for console gamers, though, like 
all DirectX h 10 titles, they're Windows-only...and, 
as with most other broad band-ready favorites, best 
enjoyed on your PC 

Of course, these days, there's a lot of talk about 
gamers going online with their Xbox 160 and dis¬ 
covering a similarly satisfying experience lo that 
found on computers. In fad,just recently, Microsoft 
announced that they now have 7 million Xbox 
LIVE * subscribers, 

Bui savvy observers will note that it's not the first 
time consoles have attempted to make the jump to 
cyberspace, with efforts at interconnected online out¬ 
reach dating all ihe way bad to ihe '80s. However, in 
all previous cases, each failed to establish a large fol¬ 
lowing among gamers, and these services were inevi¬ 
tably discontinued. Meanwhile, the number of players 
enjoying online games on the PC grew and grew 

As an example, consider the number of people 
playing Windows titles like World of WarCraft', 
which now commands aver 9 million subscribers— 
a population larger lhan that of New Zealand. You 
do the math: While having 7 million gamers actively 
playing on the Xbox 360 is impressive, a single PC 
title can boast more players than the world's larg¬ 
est online console network alone. 

Windows further remains king with online gamers 
around the wwld because even enthusiasts with 
slow machines can play friends in thousands of older 
titles dating back over the past decade. In fact, giant 
communities of players are attracted to these games 
because they can use low-end computers at work 
and sneak in time online while on a coffee break. 

Professional online gaming Is most popular on 
the PC, too. as last month's article on the World 


Cyber Games illustrated. In other words, should you 
harbor dreams of becoming an online ace and win¬ 
ning piles of cash and prizes, you'll definitely find 
the most opportunities (and best competition]! on 
Windows XP and Windows Vista. 

A? an extra perk, many online-enabled outings 
for Windows can also be modified to allow for 
entirely new game dynamics that just aren't avail¬ 
able on consoles through the use of "mods," or 
homemade modifications. If you want to put the 
time in and turn a sci-fi blaster into a Western- 
themed shooter, go for it—anything's possible. If 
not. you can always browse through huge catalogs 
of mods created by other enthusiasts thal are free 
to play and enjoy—the upshot being thal (tie value 
offered by the PC is second to none, 

In addition, unparalleled flexibility has always 
been a hallmark of online gaming on computers. 
But Microsoft has recently taken the concept one 
step further, letting PC and Xbox 36G owners sync 
up and simultaneously battle it out head-to-head 
over Games for Windows—LIVE in select titles, 

Not only can you finally play against console 
gamers to see which platform reigns supreme, 
but also discover an entirely new community of 
like-minded fans to tap mlo—a win-win situation 
for everyone. 

Is it possible that online gaming might someday 
be more popular on ai videogame console than 
on Windows? Certainly! Gut for now, consoles just 
don't offer the same variety and depth of titles that 
Windows offers today. Although, in fairness going 
forward, it's more likely that various connectivity 
solutions will simply bridge the gap so that every¬ 
one will be able to enjoy favorite amusements over 
the Internet on their platform of choice. 

I Couldn't think of a better solution; Rather than 
divide the market into separate halves, services like 
Games for Windows—LIVE and Xbox LIVE already 
allow fans to game together. And, truthfully, that's 
what online play is really all about. 

-Kevin J. Baird, vmw. wdeoqaiwnem.com 









Groundbreaking, Innovative, The first, last and only service PC 
online multiplayer enthifiiasts will ever need. Whatever you 
choose to call critically acclaimed gaming and entertainment 
network Games for Windows—LIVE, a must-have for any 
Windows XP or Windows Vista™ user, just don't insinuate that 
it's a one-hil wonder. 

As a continuous spate of fresh enhancements and additions (indud- 
ing aII-new update vl.2) dearly illustrates, the service is just getting 
started, Already a favorite among interactive-entertainment buffs, 
the only platform capable of powering head-to-head showdowns 
between desktop users and Kb ox 360™ owners in supported gantes 
continues to improve by leaps and bounds. 

"Don't say we didn't warn you/ says Chris Early, general manager 
of Games for Windows—LIVE. "As promised, this is just the first step 
toward realizing Microsoft’s Live Anywhere vision of one unified gam¬ 
ing service, community, and vision across all platforms. Thcusantfe of 
players already consider it a crown jewel, given the service's cutting- 
edge security and performance, and it continues to be a top priority 
going forward." 

Already available in 2 5 countries from France to Nomay to Taiwan, 
and over a dozen languages. Games for Windows—LIVE, a full-blown 
desktop-friendly realisation of its award-winning cousin Xbo* UVP 
and then some, keeps gelling better. 

Just a few of the many mind-blowing improvements recently added: 

VU 

• Full support for Windows XP in addition to Windows Vista™, 

meaning all Windows users can get In the game 

* Support for DirectX ■ 10 graphics cards on Windows Vista, 

ensuring Games for Windows h -branded blockbusters deliver 
the ultimate in immersive action straight out of the box, 

* 12 new gamer pics, so you can individualize your online 
experience. 

• Improved router interaction and error prevention, promising 
maximum stability and user-friendliness. 


VU 

+ A more robust user front-end, which can be used to upgrade 
your account from Silver to Gold or purchase Arcade titles 
on-demand directly inside games using Microsoft Points or a 
c redit card. 

• The introduction of single-player and muJtipJayer Offline 
Achievements, letting you score virtual badges of honor and 
increase your stature even when disconnected. 

+ A revamped gamertag interface that grants the ability to 
change identities without leaving the Guide, 

• Purchase once, play anywhere Arcade title options enabling 
the chance to download and play purchased Games for 
Windows—LIVE Arcade titles on any Windows PC where you 
have access to your LIVE profile. No repurchase necessary; just 
log in and enjoy, 

+ See if friends" games are joinahle, for those seeking 
instant gratification, 

"We'Ve got hundreds of people working day and night to offer PC 
gamers a premium online experience," says Early. "Our philosophy 
lias always been to bring over as many features of Xbox LIVE as fast 
as possible, while also adding as many PC-exclusive extras in 
as short a time as manageable,” 

“From free PC versus PC multiplayer to greater diagnostic 
capability, support for Windows XP and further empowerment 
of high-end game development, we're not only listening to 
fans 1 requests—we're responding," Early continues. "People 
ask us all the time for additions like Marketplace-style shopping 
solutions. You can bet that anywhere a big investment's been 
made on (he Xbox 360 side, well be making an equally big one 
on Windows," 

Better yet, as ever, you slill don't have to pay a single cent to enjoy 
many of Games for Windows—LIVE's most comp el ling features. As 
Early explains, "You won't find greater value out there, especially at 
the bargain price of zero dollars and cents.' 












Register for a complimentary Silver account, aid you'll enjoy Hie 
following attractions: 

* PC-ready multiplayer 

* Personalized gamertag and gamer profile, or access to ones 
created on Xhox UVE 

- Single-player Achievements that contribute to a conunon gamer- 
score account across Games for Windows—LIVE and Mbox LIVE 

* Priva te, 1-on-l vote chat 

* In-game voice chat during mbit iplayer matches 

* Unified Friends list and online presence regardless of platform 

■ Access to massively multiplayer online games 

* Send and receive textAroice messages 

■ All other Silver benefits on Xbox LIVE 

Purchase a Gold membership for just $49.99/year, and you'll gain 
access to even more exciting features, such as; 

* Cross*platform play with over 7 million Xbox UVE members In 
select Games for Windows titles 

* Multiplayer matchmaking with friends 

* Enhanced matchmaking and feed beck tools 

* Ability to earn multiplayer Achievements 

* Option to invite friends to join a game 

* Chance to join friends' games in progress 

* All other Gold benefits on Mb ok UVE 

'Whichwer level of subscription you choose, there's no going 
wrong," says Early. 'That's because we're gamers here, too. first and 
foremost, and place huge importance on the value of feedback from 
oLtf community. We've always done what we said we would: offer a 
unique online multiplayer platform that works as described, letting 
gamers jump right in and get straight down to bus ness" 

Don't expect the team to sit around and rest on their success* how¬ 
ever. "Even greater things will come with time," says Early. "Right now 
thou gh, we're just happy to say we're able to deliver a service that's 
left massive amounts of players aroun d the world who ly satisfied." 


Get more from these top titles with Games for Windows—LIVE: 



Gears of War' (Microsoft, Rated: M. Blood and Gore. Intense 
Violence, Strong Language)—Features the amazing tactical action 
and multiplayer excitement found in tie critically acclaimed Xbox 
360 videogame that sold more than 4 million units. Includes a 
variety of Games for Windows LIVE-ready features including 
three new multi player maps* a new multiplayer game type. Game 
Editor, five new campaign chapters, and DirectX' 10 support 



Kane & Lynch: Dead Men™ (Eidos, Rated: RPJ—A gritty 
cinematic blaster starring a mismatched criminal duo that's 
got almost as much in common with Hollywood thrillers as 
high-end PC epics Up to eight can admire the nail-biting 
action, which shines brightest in two-man co-op mode 



Viva Rinata' 1 (Microsoft; Rated: E,Comic Mfcsdhitf, Mild Cartoon 
Violence]—The colorful kid -friendly smash—star ring a custom¬ 
izable, vibrant world of living piriatasyoucan socialize and inter¬ 
act with—strikes back, letting you mix, mingle, or trade items 
with equally wide-eyed peers online Gauffer Windows—LIVE 
ensures it’s never the same experience twice! 



Universe at War: Earth Assault (Sega, Rated: RP)—Flight 
Mastery. Whirling Dervish. Insignia of Corruption. 

Just a few of the many game play bonus-conveying 
Achievements you can unlock while hammering away at 
this futuristic, grand- St ale real-time Strategy opus pitting 
alien factions against each other for control of Earth, 
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Frag-Filled Non/ Cement 

Includes 5 new campaign chapters, Complete the 
lull cinematic campaign individually or coopera* 
lively online. 

Features the All-New Game Editor, Guaranteeing 
New User-Generated Content In the Future 

Channel your endless creative potential to develop an 
unlimited nurtberof user-created levels through com¬ 
plete access to the Unreal Editor, Import custom artwork into the engine 
and create particle systems, scripted encounters, dnematics, and more. 

New Multiplayer Maps mid Multiplayer Game Mode 

Tap into the power of Games for Windows—LM. Tlie service will 
enable gamers around the world to conned via their PCs, allowing 
players to experience individualized matchmaking (Gold membership 
required), view player statistics, earn player Achievements, customize 
games, and create personalized profiles. 

Astounding Visuals in Next 3 Generation Gaming 

DirectX' 10 visual designs will bring out the smallest details in 
the largest battle. Gamers experience a rich, ramie vurid with 
a supreme level of detail 

Got ready for Gears of War on Windows this holiday season! 




Blood and Gore 
hfrfHrtW+’lK.M 
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Tech tips to keep you at the top of your game 
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HOW-TO 


Rat Race 

How do three fa t^cy 
new mice stack 
up against an old 
favorite? Find out: 


108 


Tech Tune-Up 

Use V-sync to get as 
much 35 double the 
performance from 
your PC 



1 BATTERING RAM 

Even fT experts goof on the basic*, like, say, buying the wrong type of 
RAM for a PC . I f s a big r costly, and sadl y more common mi stake than 
many would care to admit. RAlVl technology's always on the move, so a little 
bit of research before shopping can save you many headaches. Dcn'l have |he 
packing slip that came with your computer? Don't worry. Here are some fow- 
impact ways to learn how your PC ticks withoul ripping out its innards. 

- Download CPU-Z (www.cpuid.ccmh This handy freeware provides almost 
every detail about your components you could need 
* Check the Web. Sites like www.4alfmemory.com run a browser-based 
system diagnostic that lists the exact RAM models that'll work on your 
PC — which they'll then conveniently sell you 

S PICTURE-PERFECT 

Videophiles know what to tweak when it comes to their picture. Your 
first instinct likely involves using your monitor's onscreen menu lo 
change the brightness, contrast, or color hues. Hold up! Those hardware but¬ 
tons should be your last resort Always check your graphics card's control panet 
first (located in either the Windows notification area or control panel) to fine- 
lune colors and brightness. Still not 100 percent satisfied, you hardcore video 
freak? Pantone's huey (www.pantone.com) is a S100 piece of hardware that 
can read light sources and adjust settings for accurate colors on your monitor. 


HIGHLY 

NERDS 


DARREN GLADSTONE AND ALICE LIANG 


3 PATCHWORK 

Before even playing a game, the diligent nerd knows lo check for 
patches—because sure as hell, it's easier for publishers to ship a bug¬ 
gy game on time than □ perfect one late. As sad as it is to expect patches, you 
need to look for hardware driver updates as well. With new games comes the 
need for obvious stuff like graphics cards patches sure, but when was the last 
time you updated your motherboard? Your BIOS? Your audio codecs? It may 
not seem like much, but any number of tilings can drag down your system's 
performance. Fortunately, several options exist lo keep your headaches to a 
minimum. The easiest one is Windows Update. If son your computer for a 
reasorv use it! Otherwise,, freeware such as GarneShadow (www.gameshadow. 
com) dees all the legwork for you by fetching needed tiles Also, don't forget 
to consult irusted tech sites such as The Guru of 3D (http://gunu3d.com). 

4 MAINTAIN YOUR GAME 

Piles of aluminum cons. The leaning tower of pizza boxes. A dank, 
dark game troll cave where sunlight isn't welcome. Stereotypes? Or 
does thal hit a little too dose to home ? For (he truly effective nerd, cleanliness 
is next to godliness. Yes, showering is nice, but you also need to keep your rig 
dean and cool. It doesn't matter what kind of thermal solution you have in 
than box—fen* no fan* water-filled lubes, gerbils on tiny ireadmills—your PC 
is a dust magnet. 

Like a horde of tiny fuzzy aliens, dust invades everything—and il does more 
than make you sneeze up a storm. Il also traps all that heat you spe.nl money 
on your cooling system lo expel; dusty pads gel hot and burn out more 
quickly, and clogged up fans have to work harder lo turn., making them less 
efficfonl and mGra prone lowering out. 

Dust-busting is a relatively painless habit A few squirts from a can of 
compressed air [no one is dumb enough to use water. Winder or a vacuum 
right 7), and you're good to go Take a couple of minutes out of your day once 
a month and your PC will love you for it And if you're a frequent upgrader 
make it a preinstallation ritual 

But why stop at deansng house within I he compute* when the herd drive can 
use the occasional cleanup as well? Defrag your hard drive! Fragmented pieces 
run amok whenever you (un)install programs delete files, or run peer to peer 
downloads making your hard drive work harder lo pul the file together. So il'* a 
good idea to get all your ducks in a row. Titles such as The Etder Strolls IV: Obliv¬ 
ion and STALKER.: Shadow of Chernobyi definitely benefit from the occasional 
defrag. Just go into System Tools and set it to run when you're not around. 

5 WATT AGE WATCHERS 

Don't be a power hog A good nerd knows when enough is 
enough Time to whip out a spreadsheet, calculator, or anything 
else ih-at passes for mathematical prowess. Find out exactly how many 
watts your components need, ihen get a PSU that matches it. Don't cave 
in to the 'bigger, better, more" theory and buy a beefy PSU Just for the 
bragging rights. The only reason to go overboard on wattage is if you're 
planning lo overdock your rig It's easier on yourwailei and belter for the 
Earth, Who says nerds can't he green? 

6 FUTURE PROOFING 

A smart nerd knows when to plan ahead Take motherboards. 
Fewer new boards come with ample PCI slots. Do you need 
to plug in your own nelwgrfc interface cards, soundcards, or additional 
FireWire and USB ports y Many new motherboards skimp on space in 
order to accommodate a second graphics card—il often becomes an 
"either/or" situation. 

Here's something to consider for those who hate the constant graphics 
upgrade game: Two older cards in SU can be better than one new $60D 
uberoaid. Let's say you bought one Nvidia GeForce SSOOGTS card right 
now to get some DX10 games running on your PC, Buy one card and 
then, months down the road when you really need it, buy a second card 
ai half the price. According lo Nvidia spokespeople. that can give you 
anywhere from a 7StO 100 percent performance boost. > 
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7 BODYROCKING 

In office buildings all across Ibis fine land of ours, ergonomic 
specialists help corporate drones stave off carpal tunnel, eyestrain 
headaches- all the stuff that comes with spending hours in front of a com¬ 
puter Add all [he lime spent playing World of WmCraft and you could be in 
for some serious medical problems down the road. This is hardly the full user 
manual for the proper care of a human body, but it's a good start. 

HAND JIVE 

Carpal tunnel is the biggest concern for gamers. Hands locked in a set 
WA5D pattern lor hours tin end could equal a world of hurt later. Try these 
two simple stretches: 

The Dhalsim: With your Ungers extended and palms together pul your 
elbows out and gently press your hands together. Breathe a Toga fireball 
The First-Person Stretcher Extend your left arm. holding it parallel to 
the f loor palm down Take your right hand and place it across your left one. 
With the four fingers from your right hand on the back of your left hand, 
and the right thumb pressed against your left thumb's base, gently push the 
left hand downward Now switch hands. 

BUND SIDED 

A number of th i igs can cause severe eyestrain or headaches when you're 
playif : ! ro longed periods. First turn on the light. You don't need it to 


be crazy-bright, but your days of sitting in a dark room are over. Also, do 
you have a high-end superdope monitor that can hit high resolutions? tf 
so, time to consider increasing the font size. The difference could keep you 
from upping your eyeglass prescription. 

DRAINED 

Worn down? You'd be surprised how much good posture plays into your 
overall health Sit bad in your desk chair for a minute, Is it comfortable? Are 
you looking directly at your monitor^ If you have to lower your eyes or crane 
your neck to see what's onscreen knock it off. Prop up something under the 
monitor if you must. Also, here's a tip brought to you by the letter 1*; Think 
of your posture as a series of straight lines if you don't have arms on your 
chair, sit close to your desk to make sure that your arms rest comfortably in 
an "I" shape when reaching for [he keyboard and mouse Your back should 
be a straight and both feet touching the ground. If you're not rigid—look¬ 
ing like there's a pole wedged up your posterior—you ain't doing it right. At 
least you now know why Grammy slapped you for slouching as a kid. 

STOP 

Now for the most obvious bit of advice: If you're playing anything for more 
than an hour, take a break, Walk around, Get yourself a drink (water op¬ 
tional). Goto the bathroom. Go see that "sun" you've been hearing so much 
about on the news. * 
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Smarter Choice 



AMD 


AMDtl 


• Run ail your gadgets 

quickly, seamlessly and 
simultaneously. 

* Smarter use of your time; 

do more in less time 
because now you can do 
multiple things faster 
than ever before. 


Xtreme Gear recommends 
Windows Vista' Home Basic 


AMO Athlon-44 X2 6400+ Processor 


Turion,^ 

HOMi rtCHNOUOGT 


* AMO PowerNow!’" for 

longer battery life. 

• Get creative. Get mobile. 

Get going. 
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C 3 Tech\ Reviews 


THE $ 1,000 GAITIER 

iBuyPower's Gamer Mage 550-SLI gets you a game rig cheap 


PRODUCT Gamar M>g« 5SD.54J MAFJLJFACTU RF5 BiryPiM**r PTICf $999 UAL •nrwJbuypDww to m 


REVIEV\ 


Game season is upon us. Oysis, Valve's The 
Orange Boa, HeSfgaie: London - there are so 
many titles demanding an upgrade that you start 
considering selling your blood to afford a top-flight 
game worthy PC, For those who don't need to 
hit crazy- high benchmark scores or see the most 
awesome tree shadows the world has ever known, 
iBuyPowet is banking that its Gamer Mage 550-SLI 
will work for you. It sells as an all in-one solution 
for $939 monitor, speakers, and the lower itself. 

No need to repeat system specs here (see "8y 
the Numbers," right), but the one th ing that Struck 
us as odd is that this budget gaming rig ships with 
Vista and only 1GB of RAM, Really? One gig is 


barely enough to muscle through Vista, let alone 
pfay a couple games on it. Guess the optional $90 
upgrade to 2GB of RAM isn't so optional after all 

The benchmark scores are not that impressive, 
to be kind, You're not going to be able to run 
newer games on the Mage 550 without dialing 
back on many of the yummy visuals. Forconsis 
tency in tests, we upped the graphics settings to 
badass" and used the bundled monitor's native 
1440x900 resolution, and the results killed the 
Mage 550, Your optimal range with this rig would 
be 1024x768- resolution at most. Fora rig just 
under a thousand bucks, it'll do a decent job of 
playing your old favorites while servingasa good 
workhorse for everyday tasks. 

The sleek black case—with a nice inner foam 
lining to dampen sound feels sturdy but 
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•aril) In 1U 

NAflO DRIVE 5«GS W«1*m Digital SATA II 
WDSCKI0K5 

OPTICAL DRIVES LG IfX DVD-ROM; Samsung 14X 

DVDtRW 5H SI62D 

POWER SUPPLY. ftiJCt PF SOO 

OS. Window! Vim Hama Pnmlum, 32-blt 

MONITOR IS 'Wldnlrnli Via MS 0411 £ qi9WB 

SPEAKERS Loghl*<h X-Z3D 2.1 SpvaVvn 

WARRANT-' ThfM-^tU limited warranty (hardware) 

and lifetime technical support 

.PRICE S999 (Sl.Ofl9 whh optional 1GB RAM) 




doesn't weigh a ton., although the front door 
is deceptively light, The blue LEDs on the front 
and side of the door are really bright so they're 
hard to ignore if you dislike glowing PCs. But 
it'll please lovers of illuminated hardware, 

TRAINING WHEELS 

For serious gamers, these training wheels may 
not be what you're looking for, the PC screams 
"made for school," and if all you're in the market 
for is an affordable, reliable computer, this is an 
admirable buy. It comes with a 19-Fnch wide¬ 
screen monitor that's not quite as bright as some 
higher-end screens (but completely serviceable 
tor everyday use} and a decent performing 2.1 
speaker kit from Logitech. As far as bundles 
go, think of this as an affordable kick start to 
a prohibitively expensive habit. Just keep your 
expectations in check. aAlke Liang 


VERDICT 

O\10 

Q Cflffltj leaded wJth 
n ea fly every thi ng you 
need to get itartcd, 

9 Game performance; 
playing newer games- 
might ba difficult. 

D 

AVERAGE 

Games 

MJ for Windows j 

•49am- ri*-*. *- J 


Game 

Game 

JU-snluticm 

Frames Per Second 

Company qf Heroes 
(□HID) 

1440x900 

4.8 

FEAR 

1440x900 

2E 

Ha If- Life 2 

1440x900 

44 

Prey 

1440x900 

19.6 

Su prente 
Commander 

1440x900 

10 


WINDOWS EXPERIENCE INDEX SCORE: 4.B 


NOTE A 1rth. run j1 ICeAL 5. FSAA a benchmarks -im at the ^Sjded 
tui tz>r s naive rissj .il un wtn IrtE IS E upgrade and m-i-i-d v iii’i SEttngs on 
[he nhdivdlibl alnf. You cm noCiS-V qrC i»qhpr hamEi 4ry icrtrtt n 1 h*tn |,:- 
optwtiil wt i for rhn m#cT ne 
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RAT RACE 


Three new mice roll up to race, 
but are any worth the money? 


Q Don't envy the mousemaker. Every levs' years, a peripheral manulac 
tuner feels the need to justify its existence by reinventing a computing 
staple. Some goofy new twist. a couple novel features, and—voilal—another 
570-plus controller to shill Now multiply that by countless hardware manufac 
hirers catering to everyone from pro gamers to lefties. How are you supposed 
to figure out which contraption is right for you? You can go to a store's mouse 
section and see how each feels in your grip—but we'll fake a look at three 
mouse options here and hopefully save your hand some (rouble 
To make thmgs interesting, I'm putting my own mouse—the Logitech GS —up 
against ihem.For some, the G5 represents gaming's pinnacle: It has good mb- 
berimed sides, a sturdy feel, on-the-% DPI (dots-per-inch) shifting, and a weighty 
feel. Even after a couple years, this remains mygo-to choice. Three other 
contenders, each selling for a! least 30 bucks and promising improved game, 
approach the gate The winner gets to trot down victory lane for my everyday 
use. The losers are doomed to be forgotten, banished to some unused drawer. 



o. 
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STUFFED WITH FEATURES 


LOGITECH G9 


o 


JJ 


O miCROSOFT'S SIDEWINDER 
COmES CLOSE TO winning 


The G9 has a leg up if only because of its lineage. Lying relatively flat, a supple 
rubber coating surrounds the outside. If you're not crazy about how it conforms 
to your palm. I he G9 has two handgrips. Pop on the one you prefer, and lock it 
into place. (Option two is slightly raised and not nearly as silky to the touch as 
the first.) While lhat variety is nice, the SetPoinl software is even nicer. Awesome 
macro-building tools allow you to use "standard" game macros or map complex 
commands with ease Otherwise, this 3200 DPI wonder works as advertised The 
two wide main buttons work wonders, and the mouse wheel toggles between 
ratcheting and smoothly spinning The G9 handles like a luxury cy for the most 
part, ft just falls back a little because of the awkwardly placed in-line thumb but¬ 
tons (again, that boils down to persona! preference} and the premium price. 


Each hat switch can also be an axis, so one-handed Half-Life 2 is theoreti¬ 
cally possible. But is it practical? That’s another matter. After a couple hours 
of playtime, i| gets easfer--but using this mouse means adjusting to a tricky 
learning curve. Casual gamers need not apply. 

THE WINNER 

Logitech's G5 is a classic and it still holds its own. Out of this batch of new¬ 
comers, the G9 is great, and Microsoft's Sidewinder comes ctose-but sorry, 
fellas, The GS stays, it may lack the small army of features, but itjiust feels right 
and costs a lot less than the SIC0 G9. If IVIS works on its plastics and makes a 
more comfortable SideWmder, Logitech will have something to worry about 
Darren Gladstone 


MICROSOFT SIDEWINDER 

Among the old-school gamer set, the Side Winder name commands respect. 
Pulling that line out of retirement reeks of a desperation playJl isn't 
At first glance, the new Sidewinder looks like the by-product of a failed 
1979 toy line (does anyone remember Rom the Spaceknight?). However, what 
the Sidewinder lacks in chic it more than makes up for in geek. Like the GS 1 ., 
this mouse's strength comes from the software: choose three DPI settings you 
want assigned to the mouse's topside buttons (it tops out at 2Q0D DPI}, or eas¬ 
ily create metros- to pull off a quick in-game I SO-degree turn 
Haidwarewise, it's no slouch. The average hand drapes over the slightly raised 
Sidewinder, leading fingers to two top buttons and a substantial ratcheting 
mouse wheel. Some might appreciate lhat the mouse accessory case doubles 
as a cable anchor, keeping mouse cords out of the way others will dig the LCD 
readout that shows DPI settings. Bui by far the best feature is something you'd 
rarely consider: the thumb bulion layout. It may sound like a minor thing, but 
it's not until you play lhat you realize how much a good layout can help. Most 
mice orient the two thumb buttons in a line—one under the lip, one under 
ihe joint That's supposed lo be comfortable? Hera, you gel two separate 
nubs aligned with (he tip of your thumb, one button below the other Smartly 
designed, effective, and fully loaded, Ihe Sidewinder is ready to race. 


PRODUCT Gfl l.iAftlLFAOURER Logluch PRlCt (MO URL. 


VERDICT 


.LogJlfch. 



Q Adjustable grips and 
iwltohabte moute wbvvl M 
you cuslainke the huh feel. 

D Luxury amtts at a price; 
Still not m comfortable m 
the classic GS. 



PRODUCT SlibWIndor MANUFACTURER M’krtwh PUKE SH URL www.ndurofl.co4n 



VERDICT 


Q Solidly constructed and 
well-designed; wo especially 
like lh« thumb button*. 

□ CosmetEcalty. It still 
needs a makeover. It 
scream* "NwMKlf" 


MO 


GOOD 




SANDIO 3D02 GAME 02 

This particular review got put off until last because, to be completely hon¬ 
est, the Game 02 is a little intimidating. A 2CHXJ DPI mouse sprouting three 
thumbsticks, five buttons, and a mouse wheel? The 02 enters this race like it's 
some highly tuned gawky nerd mobile and when you first use it that s pretty 
much how it feels. A little on ihe plasticky side, it’s a case of function over 
form Each hat switch provides five input commands—so this could very welt 
be the ultimate RTS tool. It could also serve well for Enemy Territory: Quake 
LVors fly boys who don’t warn to reach for a flight slick In short, if anyone 
needs this many Shortcuts on one hand, f won't play against you. Ever, 


PRODUCT film* 02 MANUFACTURER Satidlo PFCL SBO URL www .sand let *<lh, cent 



VERDICT 

o\io 

D 

Q RTSrfritndly; mere but- 
lens than you will ever see 

on a mw». 

□ Prepare for a tough 
learning curve. 
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STATEmENT OF 
OWNERSHIP 

Ganges fat Windows: The Official Magazine 



TWEAHER'S 
TOOLBOX _ 

GFW and K-uiemsIi Ghazl, founder of 
TweakGuides-Com, art teaming up 
every month to deliver invaluable PC- 
performance advice. After tackling the big 
topics hert, bead to TweakGuideS.eom for 
detailed breakdowns on everything from OS 
optimization to squeezing out extra frames 
per second in your favorite games. 

REQUIRED READING 

Tweak&uides’ Gamer's Graphics & Display 

Settings Guide 

www iweakgu idesxwrt/G raphics JUnml 

TRIPLE BUFFERING TOOLS 
RivaTurier 

www.guru3d.com/index.php? page^rivatu nor 

ATI Tray Tools 

www g u ru 3 d.oom/arttc Watit ray too ts/l 89 



0 1 m prove framerates without sacrificing 
image quality—its the PC gamer's dream. 
Vertical synchronization, or V-synq is a commonly 
misunderstood setting that can do exactly that. 


UNDERSTANDING V-SYNC 

Ji£tas a movie works, the anrmaled game graphics 
you see onscreen consist of lots of still images called 
frames shown in rapid succession A graphics card 
draws new frames every second and sends them 
to your monitor, which constantly updates itself so 
thal everything flows smoothly, V-sync has a major 
impact on ihis process 



Md 5 u games, hav* a V-«ync opttan r but mike 
iur« wiHi'rt fully inform*d before you check It. 


f 

/ 


T 

l 


Most games have a V-sync option, and you can 
also force V-sync on or off in your graphics card's 
control panel With V-sync enabled, your monitor 
and graphics card ^nchronize their actions every 
step of the way. The graphics card can only provide 
as many new frames as the monitor can physically 
display in any second (the monitor's "refresh rale’}, 
so the first major impact when V-sync is enabled is 
lhat your frames per second can never be higher 
than your monftoi's current refresh rale 

However, a much bigger problem occurs when 
V-sync is enabled' Vwr/mmemfecert drop by 
50percent or nrore. Ironically, this happens in games 
that are more demanding—when you need those 
extra frames per second the mod:- It has to do wi* 
a timing quirk between your graphics card (or GPU) 
and monitor. When V-sync is on, your graphics 
card becomes a slave to the monitor. The card can 
only output a new frame when the monitor says 
it's ready to display a new frame. This works fine as 
long as Ihe graphics card always has a new frame 
ready when the monitor asks for one. But oftentimes 
in particular periods wilhin demanding games, 

Ihe graphics card starts to struggle with supplying 
new frames fast enough and falls out of step with 
your monitor In these cases, the monitor simply 
redisplays ihe old frame it already has. and Ihe 
graphics card has to wart a bit longer until the next 
lime the monitor says it is ready fora new frame. 

In plain English the result is that this prevents 
the GPU from performing to its full potential, and 
your framerale can be halved due to the extra wait 
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* A dramatic re-enactment of 
extreme tearing. Look for odd 
object break} anywNero and 
everywhere. If this happens 
to you. consider using V-sync. 


involved. Does this mean you should always turn off 
V-sync? Well, that's definitely the quickest fix. to this 
problem, but (here's p catch; With V-sync disabled. a 
problem called "tearing" can occur 

TEARING 

Tummg off V-sync frees your graphics card to pump 
out frames as fast as possible, regardless of whether 
the monitor it ready to display them or not This 
yields maximum framerates but can also result in 
a graphical glitch known as tearing. While doing 
no damage to your monitor, tearing occurs when 
slightly different partial frames overlap, causing 
portions of the onscreen image to appear to be out 
of alignment, II is most noli enable when your field of 
vision changes rapidly in a game, such as when you 
quickly (urn around. 

So I he trade-off for having the best possible 
fra morales by turni ng off V- sync is that you might 
see some tearing. This isn't a deal-breaker, since 
(earing is rarely noticeable and I he gains in frames 
□re worth it However, it fs possible to gel the best 
of both worlds. 

TRIPLE BUFFERING 

If you want to keep V-sync enabled to prevent 
(earing but you don 1 ! want the potential frames drop 
shat goes with »t. there is another solution Enabling 
triple buffering creates a third frame buffer in your 
graphics card's video RAW. giving the card more 
space to store frames and preventing it from slowing 
down due to the timing issues we discussed earlier. 


ff triple buffering is available in your in-game 
settings, enable it if you also have V-sync on. 
However, most game?- don't h<sve & triple 
buffering setting, so you'll have to turn to the 
triple buffering Dpi ion in your graphics card's 
control panel Strangely enough, this option only 
works for OpenGl garner which are incraasingly 
less common ihese days. 

Fortunately, you Can use either AT| Tray Tools 
or RrvaTuner (see "Tweaker's Toolbox:' pg. 108) 
to force triple buffering in Dined30 games. In ATI 
Tray Tools, look for the "Force to use triple buffers'’ 
option Nvidia users. Run RivalLiner's DSDOvemder 
u Ei I ity, which you 'll find in the Tools di rectory. 

Triple buffering isn't a perfect solution, since 
it uses additional VRAM. People with graphcs 
cards that have insufficient '/RAM and/or who are 
running (heir games at very high resolutions and 
high settings may experience slowdowns If that 
sounds famifiar, you're belter off simply disabling 
V-sync rather (han using triple buffering with V- 
sync turned on. 

As you can see, there's a lot more to V-sync 
than meets the eye. Still, with a bit of extra effort, 
you can get a major increase in frames without 
any decrease rn image quality—but this article 
only scratches the surface of a complex issue- if 
you 'he up for it check out The Gamer's Graphics 
Si Display Settings Guide atlweakGuidescom 
(see 'Tweaker's Toolbox.' pg. IQS) for a more 
detailed breakdown of everything discussed 
here Koroush Ghaii 
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DAT is a comm unitv of geeks- passionate 
seekers of knowledge and ti uth tn an 
ever-expanding universe of technology. 
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TOP 10 BAFTIES OF 2008 

Get ready for another sleepless year! 

coLumN 



Cteff Green 

Jctf Gmmns appears or ow 35 "fop 10 
list every year Congratulate him at 
jctf_gr»n#zHfcbvimm, 


Gamer? may 

be exoted for 
the awesome holiday 
games, but your trusty 
GFW editors have 
already found next 

year's winner*, presented here in this world exclusive - the Best Games of 2008! 

BROTHERS IN DUTY: CONFLICTS OF WAR: Sure, World War II games are 
a dime a dozen, hut this one promises to be worth more like a dozen dimes, as 
the concept sketches we looked at prove il Dallas-based Grunge Software is tak¬ 
ing an innovative approach to this mcnedible first-person shooter by reimagining 
the 20th century's biggest and bloodies! war as a battle between humans and an 
alien r&ce named ihe Zlykqqkyntc wwii "purists" need nol feer the game's lack 
of "realism.' as Glunge is setting many of the levels in real-life WWII battle sites, 
while many of the Zlykqqkyntc weaponry is based on actual alien lechnology. 

CASIMMO ROYAL Ez Sony Online is releasing 4 3 MMQRPGs next year— all 


of them, quite frankly, amazing -looking—but none look better than this James 
Bond-inspired online game set In Ihe world of spy vs.-spy global espionage. 
The developers are experi men ring with a streamlined design, dimine!ing most 
of the tedium of current-generation MMOs. such as leveling, crafting, combat, 
PVR conversation, exploration, quests, puzzles, groups., and guilds. Consider us 
shaken and stirred to join thiscasiMMO when it opens for business next fall! 


AMERICAN MCGEE PRESENTS RICHARD GARRIOTTS PRODUCTION 
OF AMERICAN MCGEE'S RICHARD HARRIOTT'S WHAC-A-MOLE; 

What happens when two legendary game god? gel together to make one 
game? Genius, that's what. AMFfiGFaWflGWfrM promises to be another 
gen re-bending masterpiece from two of the most celebrated developers of all 
time. Garriott has said Ihal unlike most other Whae-a Mole game*—which 
play, quite frankly, like Whac-a-Mole—his Whac-a-Mole will be totally differ¬ 
ent, with a much stronger emphasis on moral choice and decision-making 
What happens if you don? whack Ihe mote? We can't wait to find out. 

STEEL MAGNOLIAS: After the global success of The Godfather, EA is bas¬ 
ing their next big budget movie-lo-game adaptation on this heartwarming 
1989 film about life. low. and loss amongst six women, in Louisiana, memo¬ 
rably played by Sally Field. Dolly Parton, Shirley Maclaine, Daryl Hannah, 
Olympia Dukakis, and Julia Roberts. It's hard to know which to be more ewe it 
ed about: That wec&n finally inhabit the Steel Magnolias universe ourselves 
and talk with the regulars of Truvy's beauty parlor or that the great Olympia 
Dukakis herself is doing the voice work for her character, Clairee Belcher Has 
a game ever made you cry? Tibi* one will, 

TOMB RAIDER CLASSIC Following last year's Tomb Rotder Anniversary, a 
remake of the original game, comes this remake of fibrnb Raider: Anniversary, 
which Eidos promises will boast a variety of enhancements such as more 
detailed character modeling and special new moves for Lara, including a knee 
bend. 'We've captured the essence of what made Tomb Raider: Anniversary so 
special, and with today's technology we've made a game that will attract an 
entirely new audience,' said a company spokesperson. To which we say Amen, 
WJL.N.K.E.R.: Who is the W.A.N.K.E.R., and what does he want? This is the 
central mystery behind Moscow-based Piroshky Interactive's rich and g re phi 
cally amazing stealth-action game. You play as a special agent Ivans Plotz. sent 
undercover loan office complex to investigate the activities of a person known 
only as the W.A.M.K.£.R T who seems to possess the supernalwral ability to amoy 
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and bother people by hrs presence alone. As the game begins, the WA.N.K.E.R 
has spoiled the previous night's television episodes for fellow employees and 
taken the last Diet Coke out of (he fridge—again—without asking whose it was, 
setting in motion a senes of events that will play out tragically for all involved 

THE HUNDRED YEARS' WAR: Hardcore war gamers, rejoice! This hex-based 
war game set during the epic 14th*lo- 15th-century conflict between France 
and England is the last game you'll ever need—literally!—as boutique developer 
Quid Games has developed an innovative system that will play out every single 
day d the war in real time Even better, those who finish in 210S will unlock a 
special bonus mission good for another solid 12 hours of gaming. We can't wait. 

BEJODLED: This unique and innovative puzzle game is unlike anything 
we've ever seen. Players must match different-colored gems into patterns of 
three to clear them from the board. Score even more points by making bigger 
patterns. With so many puzzle games these days so obviously and shamefully 
'borrowing' from earliergames. it's truly refreshing to find one that Strikes out 
on its own. For this alone, Bejooled deserves to be called "a gem.' 

CUDGEL OF XANTHOR; first revealed in our exclusive world premiere in 
our May 2007 issue. Ihe latest in Copenhagen-based Break Softwares legend¬ 
ary Xanthor series of fantasy-strategy games continues to impress with its 
indescribable gameplay and graphics. Our current odds-on favorite for game 
of the year is both more complex than Scythe qfXontfroryel simultaneously 
more accessible than last year's regrettable Tongs of Xanthor, 

EXCEL GAME-OF-THE-YEAR EDITION: Hot on the heels of Hob 2 for 
Vistv and Zoo Tycoon: Monkeys Monkeys Monkeys!!, Microsoft continues to 
prove that Games for Windows is the best gaming platform of all time with 
this enhanced version of their bestselling Excel spreadsheet program. While 
some are unjustly accusing MS of categorizing this as a "game' to artificially 
inflate the Games for Windows library, all we know as that with five new font 
colors and more than twice as many formulas, we'll be crunching numbers 
faster than those Hofo 3 fatsos can crunch their Cheelos! • 


Gornej for tirindb as: The QfjidaiMagazine |ISSN 1933 -616EJI is pub is'wd truxiifjiy byiii? &svis Mafia Inc 2-fl East2£th Strait New York. NY 1Q01& ItiHcdicafr Fbstige Paid at New fcifc, NY 10Q1G andaddS- 
&]nalmailing ottics iFostmasten Send address change ti Games fur tWaatnw: The Official MagaziK RQ. 3ax 571&7. Boulder. CO ED322-7167. Canadian GST registration rumba is 8652flfitB3. Pubiicardn 
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THE COMPLETE STAND-ALONE EXPANSION PACK 
SERIES INCLUDES EXTRACTION POINT AND 
PERSEUS MANDATE 



L ]K'-UirdtiFledurtmi ht y lijtts IfiSriwJ |i*= Ivin WjxJfli Pi Jdi,di 3 ?, n-: FFA.R F^lirtcriForf b Hr* M ijjtdtpd br Dl^ I Hife.ULt- FEA.f hiywUirh^btojt-OlrtlFE ^ R.EmaiwPcirt h tip PC Jiirf^bTinif.-jtSmfeln 

MAR• ItoAnrt d Vbin(«4iqHi.h: SmjopJ III 5»n hgv ii»r'jbi|«| trofeiiTl?(rln>irc.i cjd^nFr*rhnis*U n; iiHif I, J -ivj. ■: of* fijrli#? IA!WJL(IH nilSijW'l.'tlFlLqt" & It. bt 11‘JIM Imc. Fcto=istI llif'.tty ts Hjcrl fc U Hlfld'taniie 

:«q*nO tid?T«ti‘Tt*i«r 3 t 5 ^ MVpji Ctrpnfcn in "tellniftl 9al» nS a offer t ihAh >PSis a logrJmdtiJ'rTilt'il Dei fr.Ttw Ctntifp logo. Surd Eiutf bjo.Ri bjc EA> bgo. EH tfWNISP FD ligo^r# iej*tid Oskmfii td Tpofewfony LH n Ife Uiuf EMesailfl iflirorartimi 
iirriKfLlften.X&jr JK 1 . MkLJVE ab Fn Xkrclogw :»=■ tebroteol tErtmowfi gtup of ponpanes 31 dtw wwaihs ltd ratfernksn'R Bi fe^ rfj'd iN-t rwpiclya owKf> 










Dell recommends Windows Vista Home Premium 



EXPECT 

FLASHBACKS. 


Introducing the world’s first notebook featuring AGEIA" 

PhysX J Mobile Technology * Unlock exclusive content like CRAW2'3 AGEIA 
Island, only available on the new Dell XPS M1730 with PhysX Mobile Technology. Now 
you can live I he game while others merely play. Enjoy and use the true power of visceral 
explosions as hying glass and debris become your weapon of choice. The New Deir XPS ' 
MI730 boasts the most powerful Dell notebook graphics ever as the line between real and 
imaginary fades away. 



New Dtir XPS’ M173.Q 

Starting at 


$2999 
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